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Introduction 


Fallout is Interplay's new PC CD-ROM role-playing game that puts you in the role of an 
explorer venturing out from your underground shelter on a quest. Decades ago, a 
brief, savage nuclear holocaust devastated the surface world; for a long time, the 
vaults held their tiny human enclaves safe from the radiation and mutations outside. 
You are a member of one of these self-contained communities, a citizen of Vault 13. 
For over eighty years, no one in your vault has set foot outside. 


Now, though, a critical component of your vault's water purification system has failed. 
In four months, your community will be destroyed.… unless you can find a replacement 
part and bring it back to Vault Thirteen. The Overseer, the community's leader, sug- 
gests that you begin your search at a neighboring vault, somewhere to the east. 


But exactly where you go, what you do, and where you search, is entirely up to you… 


About This Book 


The Official Survivor's Guide to Fallout is divided into nine chapters. Some provide only 
very basic information that doesn't spoil the ending; others may give away secrets that 
will spoil some of the excitement of the game. The authors of this guide have devel- 
oped the patented Radiation Trefoil System (RATS) to warn you that a chapter might 
give away more information than you want to know. Here's how the system works: 


A light dose only. Almost no contamination 
at all. 


A moderate contamination hazard. You could 
learn things looking here that you'd really 
rather not know. 


A definite hazard. Definite contamination of 
game excitement and suspense. 


You're glowing. Extreme contamination of 
game suspense. 


With that in mind, these are the quide’s chapters: 


Prologue: This section introduces Slim, your guide to the outside world, 
and tells you how to use this book. RATS: en ip ei 


Chapter 1: Who Are You? This chapter covers everything you need to 
know about creating, modifying, and selecting your game character. Those 
players who are unfamiliar with role-playing games might want to check 
out this section’s descriptions of character stats and traits, and see how 
they work. RATS: Sg” bg 


Chapter 2: Getting Around, gives you the basics of maneuvering and 
fighting in the Fallout game world. It discusses the various game screens, 
talks about movement and information cursors, tells you how combat 
works, and fills you in on such need-to-know items as your character’s 


inventory and action points. RATS: Yr” Gpr” Wier Wipe 


Chapter 3: Places to Go. This chapter lists the various locations where 
the adventure unfolds. There are no major spoilers, but players who prefer 
to do their own exploring might want to do it without learning what 


they're going to find in a given town. RATS: ig: “ij” Wiper Gie 


Chapter 4: People and Things to Meet. Each major character in the 
game is listed here. Again, no major spoilers are given, but be warned that 
some of the characters presented ín Falfout are supposed to be a sur- 
prise… and you'll risk learning things about the game's climax if you read 


too far. RATS: Sr WB EB 


Chapter 5: Stuff to Get. Along the way, you'll find lots of stuff you can 
pick up and take with you. This section will tell you what's available. It also 
describes some of the special places, like trunks and refrigerators, that you 
can open and, sometimes, find things in. It also lists the various weapons 
you might find. RATS: ig,” jr” 


Chapter 6: Uh, What’Il Il Do Now? For each location and character, this 
chapter asks some questions or makes some gentle suggestions, providing 
hints about what you ought to be thinking about while you're there. No 
game secrets are given away here, but the hints provided will help keep 
you from wandering aimlessly about, trying to figure out what to do next. 


RATS: er” Vg Wipe Wipe 


Chapter 7: Exploring the Wastes on Only 200 Bottle Caps a Day. This 
chapter takes the various game locations one by one and looks at them in 
more detail than Chapter 3. Places of particular importance at each are 
described, and any special adventures or dangers are listed. This chapter 
also provides maps for all important game locations. Many gam: ets 
are Es mai an so don’t look er if you want to solve thin for ee. 


Chapter 8: Danger! Radioactive! Look in this chapter only if you want 
specific help in plain language. This chapter DOES give the secrets away, so 
don't look inside if you'd really rather en the problems out for your- 
self! RATS: ver” Wiper ll 


Chapter 9: One Woman's Path Through the Desert is a detailed walk- 
through of the entire adventure. It describes, in the form of a diary, a 
complete narrative of the game. Read this chapter if you want to get a 
feel for how the adventure unfolds, or to pick up something of the atmos- 
phere of the whole game. The walkthrough gives away some of the sur- 
prises that you'll encounter later in the game, however, so don't read too 
far into this chapter unless you don't mind learning about the game's cli- 


max. RATS: Ys ger Vi Wir 


Appendix: Experience and Perks. This section describes how you can 
improve your character during the course of the game, including 
Experience Points and the various new skills or Perks you can purchase 
along the way. RATS: \%g-/” 


Using This Book 

Fallout is a role-playing game. Unlike many other CD-ROM games on the market, 

in Fallout, you (the player) have tremendous freedom as to where you can go, what 
you can do, and even in how you act toward the non-player characters you meet. At 
the very beginning of things, The Overseer, the leader of your vault community, sug- 
gests that you search for another vault to the east… but you are not obligated to 
take his advice. You can do anything you want. 


In a very real sense, you are creating the story as you go along. 


Obviously, no game guide of this book’s thickness could map out all of the possible 
paths for you. What it can do is provide a little extra information about the places 
you'll see and the characters you'll meet. It is designed so that you can extract exact- 
ly what you want, without giving away too much. 


If you prefer to play the game all the way through without specific help with the 
adventure, Chapter 1: Who Are You? and Chapter 2: Getting Around will tell 
you how to create a character and how to maneuver through the world of Fallout 
without giving anything away. 


Chapter 3: Places to Go, Chapter 4: People and Things to Meet, and Chapter 5: 
Stuff to Get all give you some information about the locations, non-player characters 
Jipment. gu be SACHSEN in ch adve | of this | is basic informa Kr 
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If you find you need just a little help with something, or if you arrive at a new town 
and have no idea about where to go or what to do, consult Chapter 6: Uh, What'Il 

| Do Now? The hints are presented under each location and character, arranged top 

to bottom from vaque to specific. Find the heading of the section that's troubling 

you and start reading from the top. You might want to cover up the lower tips with 

a 3x5 card so that you see only the less-specific clues first, then move down the page 
one line at a time until you have just the information you need. If you don't want 

more than a nudge, just read the top suggestion or two on each list. If you need 

more help, go further down the list. 


If you want specific help with specific places or characters, go to Chapter 7: 
Exploring the Wastes On Only 200 Bottle Caps a Day. This chapter gives a site- 
by-site rundown of each major game location, listing special dangers or adventures 
that may be encountered there. 


Chapter 8: Danger! Radioactive! If a place or a character has you completely 
stumped and you don't mind having the answer given to you, this is where to go. 
Just be aware that there are spoilers here. Don't read this section unless you don't 
mind having the answers handed to you in plain language. 


Chapter 9: One Woman's Path Through the Desert is part story narrative, part 
hints and tips. Keep in mind, though, that Fallout is an open-ended role-playing 
game, and the chain of events presented here is only one possible of out of a great 
many. In fact, each time the computer throws another set of electronic dice, (did I 
hit that rad scorpion, or did | hit the cave wall instead?) chances are the outcome 
will be different from what is listed here. Use this as a guide, not as an infallible 
blueprint. The story presented in this chapter represents one possible approach but 
by no means the only one… or even the best one. The story you are telling in 
Fallout, after all, is your own. 


And... don't look here unless you want to learn something about what you're really 
| up against in this game! 


Appendix: Experience and Perks won't be of much use until later in the game 
when your character begins accumulating valuable Experience Points. Check here if 
you need help deciding how to improve your character. 


5 ® ® 


Finally, here and there throughout this guide you'll see sidebars with a few choice 
words from ol’ Slim—just some friendly advice from an old guy who lives in the 
world of Fallout. Think about that. He's old. That means he's survived out on the sur- 
face of the world long enough to get old.… so maybe his advice is worth listening 

< to, huh? If he can survive up there, so can you! et 
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chapter 1 


A light dose only. Almost no contamination at all. 


First, A Word About RPGs 


No, we're not talking Rocket-Propelled Grenades. For those of you who are unfamil- 
iar with the genre, an RPG is a Role-Playing Game, a kind of game where you 
assume the role of a particular character in a story. Your decisions and actions deter- 
mine the way the plot unfolds, almost as though you're writing a book. Fallout is an 
RPG where the computer operates as the game referee, keeping track of events, and 
rolling its electronic equivalent of dice to handle the random aspects of each event. 


Your character is your representative in the game world of Fallout. His or her partic- 
ular mix of skills and personality traits, together with the level of each skill, are what 
the computer uses to decide how well you accomplish certain tasks—from firing a 
hand gun to picking a lock to telling a lie. The character's statistics or stats tell you 
and the computer how strong your character is, how much endurance he or she pos- 
sesses, how much agility, how much personal charisma, and so on. 


Other characters you encounter in the game are called non-player characters or 
NPCs. They are the people your character will interact with—by asking them ques- 
__ tions, bartering for ane, or engaging with them in a firefight. oen 
… induced to join your expedikigp. Others will grovide useful information, /hil still 
: 4 hers could be lying t Du TOF any at amtimber of reasons, As i k 
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you must make your own judgments about other characters’ motives, reasoning, and 
intentions. 


When beginning a new Fallout game, the first thing you'll be asked to do is either 
select or create a new character. This chapter will take you through that process step 
by step and let you know what you need to be thinking about as you make your 
decisions. The choices you make are important. After all, this is your life we're talk- 
ing about here! 


Character Creation 
For Fun and Profit 


When beginning a new game, you have three choices when it comes to getting your 
character. You can choose one of three pre-generated characters, Max, Natalia, or 
Albert; you can choose one of those three characters and modify their beginning 
stats; or you can start your new character from scratch. 


To choose or create a character, select NEW GAME from the Main Menu. This will take 
you to the Character Selection Screen. There, you can TAKE or MopIFY a pre-existing 
character, or CREATE a new one of your own. Press cancer to return to the Main Menu. 


Pre-Generated Characters 


Simplest, of course, is choosing one of the three beginning characters. 


Max 


Called “Stone” by his friends, Max is the biggest, 
strongest, and toughest guy in the Vault. 
Unfortunately, he's a little lacking in the brains 
department. 


Natalia 


The granddaughter of a Russian diplomat 

who took shelter in Vault 13 at the war’s 
beginning, Natalia is an extremely bright 

and resourceful character. She's also some- 
thing of a night person, who gets around LEE 


r dar | hl 


Albert 


Albert's strength lies in his ability to com- 
municate. He's a good negotiator, and 
people often believe what he says, no 
matter how outrageous it might be. In an 
earlier age, he would have been either a 
con artist or a lawyer. 


Making Your 
Own Character For Even 
More Fun and Profit 


If you want to have a bit more control over your character's stats and abilities, you 
can either modify one of the three pre-generated characters, or you can start from 
scratch. Either way, before you begin you should have an idea of what the various 
stats represent and how they're applied in the game. The following section gives 
you all the information you'll need to make an informed choice. 


Primary Statistics 


These are the initial numbers your character has to work with. They tell the comput- 
er how strong your character is, how agile, how smart, and so on; these numbers are 
used directly in combat and other activities and are also used to create Derived 
Statistics, which are described below. 


There are seven Primary Statistics. Each has a value of from 1 to 10 Character Points. 
A character who was average in all ways would have 5 Character Points for each 
stat. A character can never have a Primary Stat higher than 10 or lower than 1. 


STRENGTH 


This is a direct measure of your raw, physical strength. A high value lets you carry 
more weight, throw more damaging punches, and take more damage before you 
die. 


PERCEPTION 


Did you notice that rad scorpion sneaking up behind you? How about the tip of that 
key mai out of the cushions on that sofa? tes en is applied to al me e 
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ENDURANCE 


This is a measure of your ability to withstand physical exertion and damage. It is 
applied directly to your resistance to radiation or poisoning, as well as to your total 
number of Hit Points. A high value lets you fight longer and be less likely to die in 
combat. 


CHARISMA 


It's a sad fact of life that people are more likely to listen to you if you look like John 
Wayne, and less likely to listen to you if you look like Rodney Dangerfield... or ol’ 
Slim. The higher your Charisma, the better able you are to communicate with peo- 
ple, the more successful you'll be in negotiations, and the better the deals you'll get 
while bargaining. If you want to talk your way out of problems instead of shooting 
your way out, make sure you have a high Charisma. 


INTELLIGENCE 


The higher your Intelligence, the more skills you'll be abie to excel in, and the more 
choices you'll have when it comes to dialogue. Characters with very low 
Intelligence—below 4—will find their dialogue choices in a conversation limited to 
things like ”Duhh,” “Unghh,” and “Nuh-uh.” You also might find that many of the 
non-player characters you encounter tend to treat you like an idiot and would 
rather not hold extended conversations with you. Du-u-uhh. 


AGILITY 


This stat measures your speed and dexterity. It also helps determine how many 
things you can do in one combat turn, and whether you or your opponent moves 
first. If you want to excel at combat-, thievery-, or sneaking-related skills, you should 
boost your Agility as high as possible. 


LUCK 


This is a wild-card stat, a representation of karma, fate, and whether or not the 
Universe is mad at you. It will modify many events. A high Luck factor will give you a 
better chance at success in everything you do; low Luck will make you suffer a bit 
more from things like falls, broken bones, and unfortunate encounters with rad 
scorpions and the like. 


wee A 
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Creating Your Primary Statistics 
Each Primary Statistic will have a number value from 1 to 10. When you build your 
character from scratch, each of your seven stats begins with an average value of 5. 
You also get 5 additional points to spend any way you please, and can lower existing 
stats to get more points to add somewhere else. So, for example, you could end up 
with a character with an Endurance of 10 and with 5s (average) for everything else. 
Or bump Agility up to 8, Perception up to 8, and Intelligence up to 7, but lower you 
Strength, Endurance, and Luck each to 4. Experiment! Find out what works best for 
you. 


Each value for a given stat can be described as follows: 
1: Very Bad 


2: Bad 

3: Poor 

4: Fair 

5: Average 
6: Good 

7: Very Good 
8: Great 


9: Excellent 


10: Heroic 


Your Primary Statistics define you, and you should be aware of your character's 
strengths and weaknesses. A character with a Charisma of 2, an Intelligence of 3, 
and a Strength of 10 probably shouldn't try to talk his way out of a jam. en up 
his opponents and throwing them out the window, however, might be perfectiy.in 
«character. _ 


Ee 


Your basic statistics will not improve, usually, through experience or gameplay, so 
take note of what you're starting with, and make your plans accordingly! 


Derived Statistics 


Your Primary Statistics are applied directly to the Derived Statistics below. Check the 
following list to see how your decisions about Strength or Agility will affect your 
character’s chances. 


There are 11 Derived Stats affecting various parts of your character's performance. 


Hit Points 


This stat determines how much damage you can take before… well, does “Game 
Over” mean anything to you? Characters with high Hit Point numbers can survive 
longer when faced with radiation poisoning, rad scorpion poisoning, lead poisoning, 
or whatever other trauma they might pick up. A low value means you're hurting. 
The characters current condition is displayed as current hit points/maximum hit 
points, so if you ever notice that your character is at 1/30, you should probably seek 
medical help… fast! 


Hit Points are equal to the character’s (2 x Endurance) + Strength + 15, and an aver- 
age character will start with 30. You will gain more hit points as you increase in level. 


Armor Class 


This represents how good at avoiding being hit in combat you are, not how thick 
your skin is! The higher your Armor Class stat, the harder it is for your opponent to 
hit you. Your natural Armor Class may be improved by wearing armor as well; you'll 
have the chance during the game to buy or otherwise acquire various types of body 
armor. (See Chapter 5: Stuff to Get, for a complete list.) 


You start out with an Armor Class equal to your Agility, which, for average players, 
will be 5. The higher your Agility, the harder you are to hit! 


Action Points 


How many Action Points your character has will determine how many different 
things you can do in one combat turn. The total number of Action Points your char- 
acter has remaining after each action is shown by the row of green lights above the 
Weapon Bar on the game screen. It takes points to move, points to fire a weapon, 
even points just to check your inventory, and obviously you can't do everything 
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you'd like to all at once! Average characters have 7 Action Points for each round. 
Obviously, characters with more points get to complete more activities each combat 
round. 


The character’'s Action Points are equal to half his/her Agility (rounded down) plus 
five, so if you want more Action Points, build up your Agility. With an Agility of 10, 
for instance, you'll get 10 Action Points, enough to fire twice each combat round, 
instead of only once. That can be a tremendous advantage in a firefight! 


Carry Weight 


So you want to lug that shotgun AND the flamethrower AND the rocket launcher 
AND all that ammunition, huh? Well, better check your Carry Weight first! This stat 
tells you how much, in pounds, you can carry. It's derived from your Strength times 
25 pounds PLUS an additional twenty-five pounds, so average characters can lug 150 
pounds around on their backs. If you want to carry more, jack up your Strength. 


Melee Damage 


This stat shows how much EXTRA damage you do to an opponent in hand-to-hand 
combat, just because you're a big bruiser. Increase your Strength if you want to do 
more damage in unarmed or hand-to-hand combat. Using your fists, a knife, or a 
sledgehammer in combat will do a basic amount of damage; the Melee Damage fig- 
ure will be added to that to reflect your extra strength. The Melee Damage figure is 
calculated by subtracting five from your Strength, with an absolute minimum of one 
point. Average characters do 1 point of Melee Damage each time they hit someone. 


Damage Resistance 


Resistance is futile... but the higher this number, the more easily you can shrug off 
some of the effects of that knee to the groin, or that 10mm slug in the ribs. This stat 
is a percentage applied to the damage you take from each incoming attack. If, for 
example, you have a Damage Resistance of 10% and you take 20 points of damage 
in an attack, you actually lose only 18 points from your hit point total. All characters 
start with a base Damage Resistance of 0%. The only way to improve this stat is by 
acquiring some additional armor along the way. 


Poison Resistance 


This figure gives you some natural resistance to poison attacks and hadi A the 
fact that most poison attacks—by those rad scorpions, for instance—are desig 
take down small, cute, furry, god animals and not strapping, big hulks ieoor 
SMaracter. Poison Resist kasyour Endyrance mesa 


characters have 25% Poison Resistance, meaning that if you get hit for 12 points of 
poison damage, you'll only lose 9 hit points. You can improve this stat by improving 
your Endurance. 


Radiation Resistance 


Sometimes things on the outside get pretty hot… in more ways than one! This stat 
reduces the number of rads you accumulate as you venture through the radiation- 

blasted outside environments of Fallout and is calculated by taking your Endurance 
times 2%; an average character starts with a Radiation Resistance of 10%. 


Sequence 


Who does what to whom when, and did you do unto him before he did unto you? 
These questions can be vitally important in combat, and a character who is agile and 
perceptive will have a distinct advantage in these situations. The higher your 
Sequence Stat, the more likely that you'll get the jump on your opponent. The num- 
ber is determined by adding your Agility and Perception; average characters will 
have a Sequence of 10, so they'll act before an opponent with a Sequence of 9, and 
after one with an 11. Increase your Agility and/or Perception to improve the odds 
for your character a bit. 


Healing Rate 


Some people seem to be blessed with the ability to throw off the effects of a cold or 
that shotgun wound to the chest with remarkable ease. Others can suffer from a 
hangnail and never seem to get better. This stat represents the difference in natural 
healing rates between people. If you are wounded in combat or have taken other 
damage, you will get back at the end of each day a number of Hit Points equal to 
your Healing Rate. The number is calculated by taking 1/3 of your Endurance, with a 
minimum of 1. The typical character will repair Hit Point damage at the rate of 1 per 
day. If your Endurance is cranked up all the way to 9 or 10, though, you'll recover 3 
points per day. 


There are two additional wrinkles on this one: if you rest, meaning you do nothing 
except sleep, you will repair damage equal to your Healing Rate every three hours, 
rather than at the end of the day. Also, you cannot improve your condition above 
your maximum number of Hit Points. 


Critical Chance 


Sometimes you just get lucky. In combat, there's always a chance that your attack 


ke aid damage or cause some speci „The 
and | g 
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Chance, the more likely it is that your attack will cause critical damage. The number 
is calculated as the average of your Perception plus your Intelligence, expressed as a 
percentage, and is added directly to your base chance of causing critical damage. 
Average characters have a Critical Chance of 5%, though you'll improve that to 10% 
by bumping your Perception and Intelligence to 10 each. 


Tag Skills 


Every character has some things he's better at than others. Tag Skills represent these 
specializations, given as a percentage. The higher the number, the better your 
chances of success. All characters must choose three Tag Skills from the list given 
below. Some skills are automatically applied during the game. Certain others— 
Stealth, for example—must be deliberately applied. 


During the course of the game, you will begin with an immediate 20% in each of 
your Tag Skills. Better yet, as you gain Experience, these skills will grow twice as fast 
as other skills. 


Each character begins with at least some ability in all of the available skills. 


Combat Skills 


These are the skills directly applicable to various types of combat. They are applied 
automatically. For firearms, the higher the number, the easier it is for you to hit your 
target, and the longer the range at which you have a chance of hitting. 


€ Small Guns: This skill covers the use of pistols, rifles, submachine guns, 
and any other one-handed fire-arms you might encounter. Beginning 
skill is equal to 35%, plus Agility times 1%. Average characters will 
have a Small Gun skill of 40%. 


€ Big Guns: This skill covers the use of flamers, miniguns, and other 
large, two-handed firearms. Starting Big Gun skill is equal to 10%, plus 
Agility times 1%. Average characters start with a skill of 15%. 


€ Energy Weapons: Weapons using energy cells or power packs—lasers, 
plasma weapons, and the like—fall into this category. The starting 
value is calculated by adding 10% to Agility times 1%, with the aver- 
age character having a skill of 15%. 


€9 Unarmed: This skill applies to attacks with your bare hands or feet. A 
higher number means a better chance of hitting the guy you throw „an. 
punch at heg 7) lag s skill levels are fairly se since this | isa pretty 
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Some Advice From O1’ slim 


Well, ri tell ya. What character points you got are gonna 
tn a big stan on how. za go about survivin' the ergen if 


you re gonna ride ups ' ‘cause oi. nod to ie some en in 
one category before you improve somethin’ else. Some guys I 
know Like, to knock their gn and mebee their Cheris- 
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so Hike voulä Ì choose? Ayuh, this here's how I see it. Fer me, 


Agility. is the most important stat, follered close by 
het and: epe hb kes wl E see it, â Rien ir ad 


aetsctlig er DN high ‘kciliey e élao means the. „bad guys ant 
hit you mer you re more AA to move first, and zi Can 


rather the bad guy mieke me in the first place, even. PPS that 
means I start out with fewer Hit Points. As fer Perception 


and Intelligence, hevin' high numbers there means you’1l have 
more opportunities, You’11 see more, understand wore, and have 


more choices in what you want t'say to folks, 


The question is, then; whatcha gonna give up to get high val- 
ues in those stats? If'n it was mie, I I'd shave some off of 
Strength, Endprance, and Luck, then try like hell not t'get 
caught in no-wín situations where I'm sure to take hits. And 
as fer rlaking. bad Luck? gell, shoot! In you Keep et above 3, 
Sole lucky breaks now ed again, but. then, ra rather rely 
on kill than on luck eny day! 
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age of your Strength and weer times 1%. An average character will 
have a skill of 45%. 


€ Melee Weapons: The use of weapons in hand-to-hand combat. Covers 
the use of knives, spears, crowbars and other items that are held in the 
hand. Initial level: Starting Melee is equal to 55% + (1% x the average 
of your Strength and Agility). Average characters will have a 60% skill. 


€ Throwing: The skill of using muscle-propelled ranged weapons. If a 
spear is thrown at someone, it will use this skill instead of Melee 
Weapons. This covers the use of throwing knives, grenades, and rocks. 
The maximum distance a weapon can be thrown is based on your 
Strength and the max range of the weapon. Initial level: 40% + 
(1% x Agility). Average characters will have a 45% skill. 


Díplomatic Skills 


Speech and barter will be useful for characters who would rather talk than fight. 
Both are applied automatically. 


€ Speech: How good are you at getting what you need from people? 
How likely is it that they'll believe what you say, even when it's a bald- 
faced lie? Speech is the skill that applies here. It is calculated by adding 
25% to your Charisma times 2%. Typical characters start with a Speech 
skill of 35%. 


® Barter: How are you at striking deals and at getting good value for 
your money or trade goods? This skill helps lower prices for things you 
|M buy and gets you more money when you sell equipment. The starting 
value is determined by adding 20% to your Charisma times 2%. Typical 
characters start with a skill of 30%. 


Medical Skills 


These two skills are useful if you or someone in your party gets hurt. 


€9 First Aid: This skill lets you cure minor wounds, cuts, and bruises. You 
will only be able to use it three times a day, and it will take a while for 
the healing effect to be noticed. Active use. Select the skill from the 
Interface Bar, then select a target to apply it to (often your 
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€& Doctor: This skill allows you to try to heal more serious injuries, includ- 
ing more extensive losses of Hit Points and damaged arms or legs. It 
will not be effective against poison or radiation damage. You can only 
use it three times per day, but you can combine the effort with appli- 
cations of First Aid skill. Active use. Select Doctor skill from the list, 
then select a target. Crippled limbs add to the time that must pass 
before any improvement is seen. The base skill is the average of your 
Perception and Intelligence times 1%, plus 15%. Average characters 
begin with a 20% skill. 


Scientific Skills 


These two are active skills, allowing you to select the skill to be used, then apply it 
to a specific target that you wish to examine or repair. 


€ Science: This skill lets you examine devices—especially technical things 
like computers, electronics, and mechanical objects—in order to learn 
things about them. Usually active, but occasionally use is automatic 
when you select a specific object, like a computer console. Starting 
Science skill equals Intelligence times 1%, plus 25%. Average characters 
begin with a 30% skill. 


€ Repair: Got any duct tape? How about some chewing gum? Once you 
know what's wrong with it from your Science skill, Repair skill allows 
you to fix it. This can be an extremely valuable skill when most of what 
you find out there is broken to begin with. Active use. Select the item 
you want to repair. Beginning skill levels are set to your Intelligence 
times 1%, plus 20%. Average characters start with 25% skill. 


Other Skills 


Here are some other useful skills—some automatic, some active. 


€9 Gambling: This one will help you in games of chance, letting you win 
more often. Automatic use. Basic skill is equal to 20%, plus your Luck 
times 1%. Average characters start with a 25% skill. 


€$ Outdoorsman: This is an unusual skill for vault dwellers, which explains 
why it tends to be lower than the others. It's the skill of living in the 
open and surviving hostile environments. Automatic use. It is calculat- 
ed by taking the average of your te aenen and Endurance times " 
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€9 Sneak: This can be an extremely useful skill, allowing you to move qui- 


etly, without being seen. If you get too close to an opponent, however, 
you will be seen, no matter how good you are. Sneak is an active skill. 
Toggle it on or off by selecting it from your list of skills, accessed 
through the skitis button on your Main screen. When Sneak has been 
selected, you will see the word sNEAK on your screen, on the left, just 
above the interface bar. Once selected, the computer automatically 
checks for a successful sneak once each minute. 


It's a good idea to toggle Sneak off when you don't need it. Some 
guards get suspicious of people sneaking around in the open in broad 
daylight. The skill works only when you are walking; Sneak is automat- 
ically toggled off if you run. Your basic Sneak skill is equal to 25%, plus 
your Agility times 1%. Average characters have a 30% skill. 


Lockpick: Have a cat-like dislike for locked doors? Frustrated by locked 
prison cells? Lockpick is the skill of choice! Your chances of opening a 
locked door or compartment are improved if you have a lockpick kit, 
but you can still make the attempt without one, since a bent paper clip 
or a couple of pieces of stiff wire will work just as well in a pinch. 
There are two types of locks you may encounter—primitive and elec- 
tronic—and lockpick kits exist for each type. Some locks are a lot 
tougher to crack than others. Active use. Click on the Lockpick Skill on 
the list accessed by the ski button on the Interface Bar, then target 
the lock you want to open. Your Lockpick skill is determined by averag- 
ing your Perception and Agility and multiplying this by 1%, then 
adding the result to 20%. Average characters will have a 25% skill. 


Steal: This is your chance of walking off with something that doesn't 
belong to you without being immediately detected. Even if you are 
successful, however, a nearby character might still notice the theft. 
Larger objects are more difficult to steal than smaller ones. You can try 
stealing directly from another character, but it works better if you 
come up behind him so he can't see what you're doing. Active use. 
Select the skill from the skill list on the Interface Bar, then target what 
you want to steal on the screen. Beginning Steal skill is equal to 20%, 
plus your Agility times 1%. Average characters start with a 25% skill. 


Traps: How good are you at spotting cunningly concealed traps? For 
that matter, can n you create a En to catch someone liege. you? en 
This skill Wi „primarily used for dlisa ceot dire 
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uncovered. Usually active use. Select the skill from the list on the 
Interface Bar, then target the trap you want to disarm. In some situa- 
tions, use will be automatic. Your base skill is determined by multiply- 
ing the average of your Perception and your Agility by 1%, then 
adding the result to 20%. Average characters begin the game with a 
25% skill. 


Traits 


These are characteristics that help further define your character and add a 
little spice along the way. They are entirely optional. Unlike the three Tag 
Skills, you don't have to choose any of these at all, or you can decide to 
select only one. Each trait carries with it what you might think of as good 
news and bad news: each confers an advantage, but there's always a net 
loss, as well. Consider carefully whether the advantages you get with any 
trait outweigh its disadvantages! 


€> Fast Metabolism: Your metabolic rate is twice normal. This allows you 
to heal faster, but it also decreases your resistance to poison and radia- 
tion. The good news: you have a +2 to your Healing Rate. The bad 
news: your radiation and poison resistance start out at 0%. 


€> Bruiser: You're big, but a little slow. You don't hit as often and your 
Action Point total is lowered, but you hit harder and do more Melee 
Damage when you connect. The good news: your strength is increased 
by +2 The bad news: you lose 2 Action Points. 


€ Small Frame: You're a little guy, or a petite woman. You can't carry as 
much, but you're more agile. The good news: you get +1 to your 
Agility. The bad news: your Carry Weight is only 15 pounds times your 
Strength. 


€ One Hander: You are very left- or right-handed, which means you're 
great with one-handed weapons, but a bit clumsy with two-handed 
ones. The good news: you get +20% to hit with one-handed weapons. 
The bad news: you get -40% with two-handed weapons. One-Handed 
weapons: pistols, knives, rocks and other small weapons. Two-Handed 
weapons: spears, hammers, rifles, Big Guns, and shotguns. 


€ Finesse: During any type of combat you show tremendous skittand 
control, EE t dent do as meh midd when you connect. Ee ne 


€ Kamikaze: When you fight, you don't pay any attention to threats, but 


you can act faster as a result. The bad news: your Armor Class is low- 
ered to whatever you happen to be wearing. In other words, you must 
wear armor to even have an armor class. The good news: add +5 to 
your Sequence. 


Heavy Handed: You swing hard and with brutal force, but you're not 
necessarily accurate with your attack. As a result, you rarely score criti- 
cal hits, but you do cause additional damage. The good news: add +4 
Damage Points in any melee combat (hand-to-hand or attacks with 
non-ranged weapons like knives). The bad news: any critical hit has - 
30% added to the critical hit tables. 


Fast Shot: You attack faster than most people, but don't take the time 
for careful aim. The good news: subtract 1 Action Point from the total 
needed to attack with a weapon. (For example, firing a handgun takes 
only 4 APs, instead of the usual 5.) The bad news: you cannot perform 
targeted shots. This will severely limit your ability to get critical hits 
later in the game. 


Bloody Mess: Why do people around you always seem to die violently? 
If the violence meter on the Preferences Screen is turned down, you 
will always see the maximum violence for that setting. The good news: 
“Oooh, blood! Kewl!” The bad news: “Please! | just had dinner!” 


© Jinxed: Ever had one of those days? Yeah, but every day? Every time 


you or a nearby character experience a failure, there is a greater 
chance that the failure will become a critical failure—something 
unpleasant, like a weapon explodes or you hit the wrong target. The 
good news: things keep going badly wrong for other people nearby, 
including your opponents. The bad news: they also go wrong for you 
and your friends! 


Good Natured: you're a lover, not a fighter, and you never really liked 
guns when you were growing up in the Vault. At the same time, you 
studied lots of non-martial arts. As a result, your Combat Skills are 
lower, but other skills start off higher. The good news: First Aid, 
Doctor, Speech, and Barter all start off with a 20% bonus. The bad 
news: Small Guns, Big Guns, Energy Weapons, Unarmed and Melee 
Weapons all get a -10% to their starting skill levels. 
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€® Chem Reliant: Man, who you been hanging out with back at the Vault? 
Don’t you know survival demands a clear head and good reflexes? The 
bad news: you are more easily addicted to drugs, with twice the nor- 
mal chance of addiction. The good news: you recover more quickly 
from their bad effects. 


€9 Chem Resistant: The good news: your chance of being addicted to 
drugs is half of normal. The bad news: drugs only affect you for half as 
long as normal. 


€ Night Person: The character is more awake after dark, and he slows 
down during the day. The good news: Intelligence and Perception are 
modified by +1 during the hours of 6:00 P.M. to 6:00 A.M. The bad 
news: Between 6:00 A.M. and 6:00 P.M., Perception and Intelligence 
are reduced by 1. Ever had one of those days when you just couldn't 
get started? If you gain a level during the night, you will benefit from 
the increased Intelligence. 


€ Skilled: The good news: The character spends more time improving his 
skills than most people, so his starting skills are all +10% and he gets 
an additional 5 points per new experience level. The bad news: Not as 
many extra abilities. You will only get a Perk every four levels, instead 
of every three levels. 


@® Gifted: The character has more natural abilities than most people but 
hasn't spent as much time practicing. The good news: all stats are 
increased by 1. The bad news: All skills are reduced by 10%, and you 
receive 5 fewer skill points per level. In combination with Skilled, this 
will give you extra stats with the loss of a few Perks. 


Other Decisions 


You have several more decisions to make to flesh out your character. 


Character Age 


Use the plus and minus buttons next to the character’s age to set the figure to any 
age, sixteen through thirty-five. There is little direct bearing on the game, with no 
direct penalties or advantages to having an older or younger character. 
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Character Sex 


Choose your character's sex. The main effect this has on the game is in the appear- 
ance of the character on the game screen. Some non-player characters will react or 
speak differently to you, depending on whether you're male or female. The choice 
also determines whether other characters refer to you as “him” or “her,” and in 
some instances, your gender will determine whether or not an NPC is romantically 
attracted you. To select your character's sex, click on the MALE/FEMALE button to open 
a small window, then click on the gender of your choice. 


Name That Character 


Your character needs a name, if only because other characters in the game may 
occasionally call you by it. This is where you can be cool and creative, with handles 
like “Firestorm” or “Deathwish,” or you can be conventional and boring with names 
like “Fred” or “Alice.” If you don't choose a name for a newly created character, 
everyone in the Fallout world will be calling you “None,” raising the specter of the 
man with no name. Click on the NAME button, type in the name, then press ENTER or 
click the Done button. 


Character Editor Options 


This set of options gives you a few additional choices in creating or modifying a 
character. This step is completely optional. 


€9 SAVE: Select this option to save the current status of your character so 
that you can work with it more later. The character will not be avail- 
able for a game until you Load it. When the Save Character Screen 
appears, type in your character's name and press ENTER or click on DONE. 


€9 LOAD: To load a saved character at a later time, open the Load 
Character screen. Select the desired character and press Done. If you 
have another character under construction in the Character Editor, that 
character will be erased and replaced by this one. 


€ PRINT TO FILE: This option gives you a text version of your character in 
the Fallout directory on your computer, which you can then print out 
as hard copy. This option does not save you your character for later 
editing or play, and there is no way to load a text file version back into 
the game. If you want to save your character in a form you can use in 
the game, use the save option above. 


€9 ERASE: This option lets you wipe out a character and start over. The 
game will ask. you. to wad and if you say gal the chara be 


Putting It All Together 


Now that you have all the basics and know what stats and traits affect what, you're 
ready to assemble your character. You can start by modifying one of the pre-gener- 
ated characters, or begin fresh with a brand new one. 


1. 


On the Character Screen, use Character Points to set your character’s 
Primary Statistics. This will automatically determine all Derived 
Characteristics, as well. 

Select three Tag Skills by clicking on the small buttons. 


Select up to two Traits by clicking on the small buttons (optional). 


Select your character’s Age by clicking on age, then using the plus or 
minus buttons. 


Select your character’s Sex by selecting MALE/FEMALE, and then choosing 
one of the character icons. 


Give your character a name by typing it into the window. 

Select Character Editor Options (optional). 

Complete your character by using any unspent character points or by 
making final adjustments to skill levels or traits. If you don’t like your 


character, click canceL to return to the Selection Screen. If you like your 
Character, click on DONE. 


More Pre=Generated Characters 


If you find Max, Natalia, and Albert a little too pedestrian for your tastes, check out 
the following characters created through Fallout's Character Creation System. You're 
welcome to use these characters for your own campaigns, or simply to see the 
effects of certain choices of stats and skills. 


Arnie, a.k.a. “Dutch” 


Born Arnold Black, the son of Dutch parents, Arnie has always been a problem in the 
Vault. When he sits in chairs he breaks them. When he goes through doors, his head 
cracks the door frame. The door frame cracks, that is, not the head. And when he 
rumbles “II be back,” bad things tend to happen within the staid and normally 
quiet community of the Vault. Maybe that's why everyone is so glad he drew the 
short straw and is on his way into the outside world. Maybe someone rigged the 
drawing, to make certain he got the short straw. 


Strengths lO 

Perceptions 5 

Endurances 10 

Charisma: 4 

Intelligence: 4 

Agilitys 4 

Luck: 4 

Tag Skillss Small Guns, Big Guns, Unarmed Combat. 
Traitss Bruiser, Bloody Mess 


Barney 


This is Arnie's younger brother. He's even bigger and stronger than Arnie... but he's 
also a bit on the slow side, if you know what | mean. Sometime back he picked up 
the handle “Barney the Barbarian“ —it may have had something to do with the way 
he once came through the door at mealtime, forgetting to open it first. This quy is 
definitely played for laughs. 


Strengths 10 

Perceptions 5 

Endurances 10 

Charisma: 53 

Intelligences 3 | 

Agilitys 6 

Lucks 6 . # 


Blade 


Tanya MacMillen is quick, agile, sharp, and bright, so much so she's picked up the 
handle “Blade.” She's small—105 pounds soaking wet—but she moves like a cat… 
except in combat when she moves more like lightning. 


Strengths 4 

Perceptions 7 

Endurances 4 

Charismas 6 

Intelligences 8 

Agilitys 7 

Luecks 4 

Tag Skillss Small Guns, Speech, Repair. 
Traitss Small Frame, Gifted 


“Lucky” 


Frank Charles Luciano, better known as “Lucky,” was blessed with holostar good 
looks and a charming personality. His reputation as a Don Juan has gotten him in 
trouble in the past; rumor has it that the reason he volunteered to leave the Vault 
had something to do with the Overseer's daughter. He's got a quick wit and a ready 
tongue. Unfortunately, he's never cared much for guns. He does like to gamble, 
though, and seems to be as lucky at cards and dice as he is with women. 


Strengths 4 

Perceptions 5 

Endurances 4 

Charismas 9 

Intelligences 6 

Agilitys 5 

Lucks 7 

Tag Skillss Speech, Gambling, Sneak 
Traitss Good Natured, Gifted 


Ready for Action 
Congratulations! Your new character is now ready to go forth into the world, armed 
with the strength, endurance, agility, and brains you have given him or her. Go to 
the Main Menu where you can start a new game, load a previously saved game, 
review the introductory movie, look at the credits, or exit back to your normal oper- 
ating system. 


Good luck! 


You're gonna need it! 


Getting Around. 
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A light dose only. Almost no contamination at all. 


You now have a character who represents you in the world of Faflout, and you're 
ready to have him venture forth in search of the water purifier chip that will save 
your community. But. once you're out there, what do you do? How do you move? 
Fight? Communicate? In short, how do you get around? 


This chapter covers all of the details of Fallout's Game Interface, as well as giving 
you some general hints and tips on how to play the game. 


The Game & Travel Screens 


Once you begin a new game, you'll find yourself listening to a monologue by the 
Overseer, the head man of Vault 13. He'Il tell you what you're looking for, and why. 
After that, you'll pass through an airlock, then find yourself in the caverns outside 
the Vault’s only door. 


At this point, you'll be looking at the Game Screen. Take some time to examine it, 
and check out how it works. 


sNothing happens. 
*Vou see: Scorpion Tat. 
eYou see: Rope. 

sYvou see Razio, 

You see: Wait, 

evau see: Doorway. 
Kad = 


Game View 


The upper half of the screen is called the Game View. You can see the surrounding 
terrain, and the blue-clad figure representing your character, either male or female. 
Move your mouse and watch the cursor. This is how you access objects or direct 
movement on the screen. The Game View is where all of the game's action takes 
place, and where you'll point and click to take specific actions such as moving, pick- 
ing things up, talking to people, shooting opponent NPCs, and so on. 


At night or ín a cavern, your character illuminates a hex-shaped area at his feet. That 
hex, normally invisible, defines the basic unit for measuring distance in Fallout; if 
your character can move 8 during a combat round, it's 8 of these hexes that the 
number refers to. One hex represents one meter (a little more than a yard) of dis- 
tance. 


nd 


Moving the cursor to the edge of the Game View changes it to a directional arrow. 
You can scroll the background by moving that arrow, or by using your keyboard’s 
arrow keys. 


Interface Bar 


The lower half of the screen is the Interface Bar. Think of it as the game's control 

panel. This is where you can access your inventory, select your current weapon, take 
r a look at your character’s status, select options, and so forth. Note that the cursor 

Hi changes when it moves from the Game View to the Interface Bar. 


The Interface Bar includes the following important controls: 


€ Display Monitor: A small screen to the left. Important information, 
such as what you're seeing or 
what an NPC is doing, is dis- 
played here. You can scroll 
forward and back by moving 
the cursor over the screen 
until it changes to a small 
arrow, then left-clicking. An 
important message will set 
off a small alert chime 


© Inventory Button: Clicking this button 
opens your Inventory, showing you every- 
thing that you're carrying at the moment. 
Opening your Inventory during combat—the 
equivalent of stopping to rummage around 
in your backpack or pockets—will cost some 
Action Points. From here, you can drag 
objects to the Switch Active Item Button, or 
you can drag them back (when you want to 
holster your weapon, for instance). In combat 
this will usually cost 4 Action Points 
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€ Switch Active Item Button: Since you have two hands, you can have 
two items—called Active Items—ready for instant use, though you can 
only use one at a time. You choose these items by dragging them over 
from Inventory. One of the two Active Items will be displayed below 
on the Active Item display. Clicking once on the Switch Active Item 
Button changes the item on the Active Item display from one to the 
other. Clicking again switches it back. This is useful if, for example, you 
have a gun in one hand and a knife in the other. The Switch Active 
Item Button lets you toggle back and forth between gun and knife, 
determining which one you're using at the moment. 


€ Options Button: Clicking here displays the following available 
options: 


SAVE GAME: Click here to go to the 
SAVE GAME screen. 


LOAD GAME: Click here to go to the 
LOAD GAME screen. 


PREFERENCES: Click here to set game 
preferences. 


EXIT GAME: Click here to go back to 
the Main Menu. You will be asked if you 
want to save the current game. 


DONE: Click here to return to the game. 


€ Action Points: The number of Action Points you have during a com- 
bat round is displayed as a horizontal row of small green lights above 
the Active Item Display. These are displayed only during combat. Each 
time you expend 1 Action Point, one light switches off, giving you a 
way of determining how much more you can do in that turn. During 
an opponent’s turn, these lights are red. 


€ Active Item Display: This display shows your current active item. Left- 
click to use the item. Right-click to change modes on the item—an 
option available only for weapons. The current mode is shown on the 
upper right part of the display. The Action Point cost of using the item in 
combat is indicated in the display’s lower left corner. If you don’t have 
enough Action Points remaining, you won't be able to use the item. 


Some weapons can make targeted shots. When the shot is properly 
lined up, a bull’s-eye in the lower right corner will show that you're 
ready to fire. 


Hit Point Counter: This counter shows the number of Hit Points 
remaining for your character. If you are healthy, the number will be 
white. If you are injured, it will be yellow. If you are close to death, it 
will be red. Once your Hit Points reach zero, it's game over and time to 
try again. 


©) Rounds Left: The line of small green dots down the right side of the 


Active Item Display gives you an idea of how close your weapon is to 
empty. If the green dots are gone, or there are only a few left at the 
bottom, maybe you should right-click on the Active Item Display to 
bring up the RELOAD mode and hit it! 


€ Armor Class Counter: This shows your cur- 
rent Armor Class, based on your character'’s 
stats and on any armor you might be wear- 
ing. If you have any Action Points remaining 
after your character takes a turn in combat, 
those points are converted to extra armor— 
reflecting his or her ability to duck or dodge. 


® Skilldex Button: Click here to bring up your list of skills. Click on an 


active skill—such as Sneak or Repair—to apply it. 


€ Map Button: Click here to display 
your Automap. Your current position 
is a red dot. The map will only reveal 
areas that you have already seen on 
the Game View. 


5 Character Button: Click here to dis- 
play your character and all of his or 
her stats. You'll want to check here 
for specific information on your char- 
acter’s current condition, like 
whether or not you have been poi- 
soned or irradiated, what critical hits 
you might have taken, what your 
reputation is with other characters, 
and how many kills—and of what— 
you've scored so far. 


€> PIPBoy Button: Click here to display the RobCo PIPBoy 2000. 
See Additional Notes on the Inventory Bar for more informa- 
tion. 


€ Combat Buttons: Normally closed with a black- and yellow- 
painted door, when combat begins, the door opens to display 
two buttons: 


End Turn Button: Click here to end your current 
combat turn. Any leftover Action Points 
will be converted to “armor,” and the 
next sequenced character will take his 
turn. 


End Combat Button: Click here to try to end the battle. If there 
are bad guys or hostile critters too close to your character, though, 
getting out won't be that easy! 
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Action Cursors 


The Action Cursor is the cursor that appears on the Game View. With this and a click 
or two of your mouse button, you can make your character move, fight, talk to peo- 
ple, or pick things up. 


In the normal Game View, there are three different modes for the Action Cursor: 


€) Movement: This gets you around on the Game View screen. It is avail- 
able both during normal movement and in combat. 


€S Command: This cursor allows you to take specific 
actions, such as examine or handle things, use things, 
or talk to NPCs. 
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€9 Targeting: This cursor is available only during combat, or if 
you've readied a weapon and are about to initiate combat. 


To toggle between the various modes, right-click your mouse. If you 
click several times, you will cycle through all of the modes. If you're in 
Movement Mode outside of combat, right-click once, and you will go 
to Command Mode; another right-click takes you back to Movement 
Mode. If you are in combat, one right-click takes you from Movement 
Mode to Command Mode, and a second right-click brings up the 
Targeting Cursor. 


Movement Cursor 


In Movement Mode, the cursor looks like a small hex and is also known as the hex 
cursor. Place the movement cursor where you want your character to go and left- 
click, Your character will move to that point by the most direct route. If a red ”X” 
appears over the cursor, then movement to that point is not possible. 


If you want to run, hold down the sHiFT key when you left-click the Movement 
Cursor. Your character will run to the indicated spot; note that you can't Sneak while 
running. 


During combat, you will only be able to move as far as your remaining Action Points 
allow you. A number will appear inside the hex cursor; this represents the number of 
APs it will take for your character to reach that point. If a red ”X” appears over the 
cursor, you do not have enough points to reach that spot, or movement is disallowed 
for some other reason. 


The default cursor is always the hex cursor. 
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Command Cursor 


The Command Cursor allows you to interact with your surroundings. It looks like a 
small arrow. Point the arrow at an object and let it rest there a moment. The arrow 
will change to one of several action icons. Pausing with the Command Cursor over 
an object will also bring up the name of the object on the Display Window on the 
Interface Bar. To learn more about it, though, you must Examine it. 


To perform the action indicated by the icon, left-click the mouse. If you wish to take 
some other action, left-click and hold the mouse button down. A column of avail- 
able action icons will appear. Continue to hold the left mouse button down as you 
move the mouse to scroll up or down the column. When the action icon you wish to 
select is highlighted, release the button. Left-click to take that action. 


There are a total of nine available actions possible with the Command Cursor. 


€ GET/USE ITEM: Clicking on this icon will make your char- 
acter pick up the indicated item. If it's small enough, it 
will go into your inventory. If it's too big for that, he or 
she will try to use it. Inventory items—like rocks or a 
stimpack—will automatically be added to your Inventory, 
down at the bottom of the list. Go to Inventory and click and drag the 
item to an empty space on the Active Item display to have it ready in 
your hand. Scenery Items—like doors or elevators or a computer termi- 
nal—will be manipulated. In short, you can GET an inventory item, and 
USE a scenery item. 


€) EXAMINE: Click on the binocular icon to take a closer look at 
something. You can Examine anything within your line of 
sight. Additional information appears on the Display Monitor. 
Sometimes the information is of only passing interest: “You see 
a cave wall.” Other times, it is more informative: “You see a 
cave rat. It appears to be severely wounded.” How much infor- 
mation you get may depend on your character's Intelligence 
and Perception. 


€ USE SKILL ON: This icon allows you to apply an Active Use 
skill, A left-click on the icon displays the Skilldex, where you 
can select the appropriate skill. Use this, for example, if you 
wish to try repairing a piece of machinery, or to use a lock- 
pick on a locked door. 


® DROP ITEM: This is only available in Inventory. When 
your pack is getting heavy and your inventory list is _ 
crowded, use this to drop items you don't need. You will 
need to use this action when you want to plant some 
dynamite or other explosives. 


€ TALK: This is how you communicate with the denizens of Fallout. 
Clicking on this icon will initiate a conversation. 


Some minor NPCs will have very little to say. Others may let you 
engage them in conversation, and are good sources of information 
about the town, important characters in the game, or recent events. If 
you click on a major NPC, you will go to a Dialogue Screen where 
you'll actually hear the character's words. 


You can only talk with living, conscious people (not all of whom may 
be, strictly speaking, “human”)… and a few computers. 


€ USE INVENTORY ITEM ON: Click on this icon to use 
an Inventory item—a lockpick on a door, for example, 
or a stimpack on yourself or a wounded NPC. Select 
your target, click the icon, and a small list of your 
Inventory items will appear. Scroll down the list, select 
the item, and your character will try to use it. 


€ ROTATE CHARACTER: Sometimes—especially in combat—it's 
important to be facing in the right direction. Click on this icon 
to rotate your character clockwise by 60 degrees (one hex 
face). You can click as many times as necessary to get your 

h | character pointed the right way. Using this icon costs no 

| Action Points. You can use this action only on your own char- 

acter. 


© UNLOAD AMMO: If you want to unload a weapon, click 
on this icon—it takes you to an Inventory Screen. This is 
especially useful if you want to take the ammo from a 
dead character's gun, but leave the heavy weapon 
behind. 


€) CANCEL: Oops! | didn't mean that! If you decide you really 
didn't want to take that last action, click here. It will be as 
though nothing happened! 


Targeting Cursor 


Clicking on the Active Item button on the Interface Bar will activate the Targeting 
Cursor. It will also outline any potential targets on the Game View in red, and initi- 
ate combat. | 


Move the cursor over your target of choice. If you cannot possibly hit the target, a 
red X will appear. In some cases, a message will appear on the Display Monitor, a 
cheery note like: “Target is out of range!” If you can hit the target, a white num- 
ber will appear inside the cursor. The number is your chance to hit, modified by 
such factors as the range, the available light, your skill with that weapon, and the 
target's Armor Class. The higher the number, the better your chance of scoring a 
hit; it ís possible to get a negative number. 


A left-click (once you have your targeting cursor on the target) will fire the 
weapon. 


Additional Notes on the Inventory Bar 


Some of the information found on the Inventory Bar is so extensive, potentially com- 
plicated, or important that we've included some additional information below. 


Inventory 


The Inventory Screen is where you keep track of all the stuff you pick up along the 
way. It's also where you go to select what you're going to use. 


The Inventory Cursor looks like a hand. Click and drag to move items out of 
Inventory to a new location, and release to drop them. If more than one item is 
there to move, a special menu will appear, giving you the opportunity to move all, 
some, or only one of the items. Identical items can be stacked in Inventory. The num- 
ber next to the item shows how many items there are total. With ammunition, the 
number shows how many rounds total. When you move ammo, however, each click- 
and-drag moves one magazine containing a number of rounds. Clicking and drag- 
ging one magazine from Inventory to an empty weapon reloads that weapon. 


The Inventory Screen is divided into three parts: 


€ Inventory Display Monitor: This shows key information about your 
character, including name, all Primary Stats, current and maximum Hit 
Points, Armor Class, and your current two active items (including infor- 
mation on ammo loads and range in the case of weapons). 


€ Inventory List: The long, vertical bar on the left side of the screen 
shows everything you are carrying, excluding Equipped Items—the 
weapons in your hands or the armor you're wearing. You can click and 
drag items to change their location on the bar. You can stack identical 
Dn items here to save viewing space. 


Weapons are identical ony if (hey have He same amount 
of ammunitien. 


Your Inventory can include Containers—backpacks or bags—that, in 

turn, hold other Inventory items. Drag items from the Inventory List to 

the Container to put them there. To open the container, ee USE 
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icon with the Inventory Action Cursor. This displays what's in the con- 
tainer, and lets you remove items to DROP them, return them to the 
main Inventory, or move them to the Equipped Items area. 


e> Equipped Items: This shows what you're wearing or carrying openly 
at the moment, and allows you to exchange items with your Inventory 
List. You can wear one set of armor and have immediate access to two 
Active Items at a time. This is where you reload an empty weapon (by 
dragging ammunition from the Inventory List to the appropriate 
weapon on the Equipped Items List). This is also where you move items 
that you want to use at the moment, including weapons, a Geiger 
counter, a motion detector, stimpacks, first air kit, and so on. 


The Total Weight line shows how much you're carrying at the moment. 
Remember that your character cannot haul more than his or her Carry 
Weight. 


Motor 
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@ PIPBoy 2000: This is a wizard of an 
Invention, a bit of technology left 
over from the old times, before the 
holocaust. The PIPBoy is a kind of 
small, personal computer, timepiece, 
and information management device 
worn on your wrist. It has numerous 
functions, which are described at the 
top of page 51. 


STATUS: Click here to view the current status of the adventure. 


AUTOMAPS: This saves the 
Automaps of all locations you 
have visited. 


Í 
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ARCHIVES: The PIPBoy is also a 
small video recorder. All movie 
sequences in the game are 
recorded here for later viewing. 


CLOSE: This shuts down the 
PIPBoy and returns you to the 
game. 


€ PIPBoy CLOCK: This is a tremendously useful item that allows you to 
pass time in the Fallout world. Click on the bell icon on the time and 
date line at the upper left. The screen will display a number of options, 
allowing you to rest for anywhere from ten minutes to six hours, or to 
a specific time, or “until healed.” This option allows you to pass time 
in the Fallout world; sometimes, shops will not open until daylight, or 
you are told to meet someone at a specific time. 


The “until healed” option is particularly useful; if you've been wound- 
ed, allowing you to mark time quickly until your Hit Points are back to 
their maximum. 


If there are any hostile creatures on the map, you will not be able to 
rest. You must first kill all creatures that would do you harm. If you 
haven't, the PIPBoy will tell you so. 


€) THINGS TO DO: This keeps track of your assigned tasks. At the begin- 
ning, the only note reminds you that you need to find a water purifier 
chip. Note that the “days left” line will decrease, day by day, as your 
time runs out. Once you return the water-chip, this note will disappear. 


Kd 


The Game View 


The Game View shows some portion of the local terrain, be it the tunnels of a cav- 
ern, then tents and yurts of a raider camp‚ or the streets of a shattered city. You can 
explore this area by moving your character about, by moving your cursor to the 
edge of the Game View until it turns into an arrow, allowing you to scroll the map 
in that direction, or you can use your keyboard arrow keys to scroll. 


Most of what you see on the Game View is self-explanatory—people, dogs, build- 
ings, walls, hideous mutant monsters, and the like. Notice that when your character 
walks behind a building or a wall from the Game View's perspective, a part of the 
opstruction vanishes SO that you can still see your character. This virtual sen vision 
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you click the Movement Cursor inside a building, the roof of the structure becomes 
transparent when your character enters, allowing you to see what's going on inside. 


There are two ways of leaving a given area on the Game View: Elevators/Ladders 
and the Travel Map. 


Elevators/Ladders 


Certain structures such as underground vaults have several levels connected by eleva- 
tors or vertical shafts with ladders. Enter the shaft and right-click the cursor to bring 
up the Hand Icon. Right-click to use the elevator, and you will be taken to the next 
level. 


The World Map 


The world of Fallout is an enormous place. The Wasteland stretches for miles in 
every direction, with only a few scattered and terribly isolated outposts of humani- 
ty… and other creatures. 


Fortunately, You don't need to cover all of that ground step by step! Somewhere 
along the edge of each Game View you will find one or more shaded gray areas 
called the Exit Grid. You'll encounter the first of these just beyond the mouth of the 
caverns outside your vault door. 


Move your character onto the Exit Grid. You will be taken to the World Map, which 
shows the entire area available for exploration. You'll see the area you're in now 
highlighted. If you point and click at any other spot on the map, the computer will 
draw a straight red line to the selected destination, the time counter at the upper 
right will click off the time necessary for the journey, and in a few seconds you'll 
find yourself at the new location. 


Usually. If a small lightning bolt appears next to your travel line before you reach 
your destination, and you then find yourself unexpectedly in the middle of the 
desert, the computer has decided that you've just had an encounter along the way, 
something pleasant like a pack of rad scorpions, perhaps. If this happens, you'll have 
to resolve the situation—usually by combat or by sneaking past whatever you've run 
into—to reach the Exit Grid at the edge of that map. From there, you can continue 
your journey. 


Some Exit Grid areas lead not the the World Map, but to another game view adjoin- 
ing the first. Think of these as extensions of one, big game map. 


€ Travel Buttons: For the traveler's convenience, there's another way to 
get around. At the right side of the World Map, all known destinations 
In ai world of Fallout are eee wii a Lee buien. Click on the buttos 


destination is the other vault, which the Overseer told you lay some- 
where to the east, After you've been around a bit, you'll have a con- 
siderable list of destinations to choose from. 


€ TOWN/WORLD Button: This toggles between the World Map and maps 
of the individual cities, towns, or vaults that you may encounter. If 
you're in one part of a city or a base and need to reach a different part, 
move your character off the Game View to the Exit Grid to reach the 
World Map. Next, click the button at the lower right of the World Map, 
the one marked TOWN/WORLD. This will take you to a map of the 
entire city or installation, with the various available destinations 
marked by green triangles. Point and click to go to the new area. 
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Dialogue | 

When you meet another character, you may wish to start a conversation with them. 
Left-click to bring up the Command Cursor, then click on the TALK icon. As discussed 
earlier, the NPC may have little to say, or he or she might talk your leg off. If the 
NPC is willing to hold a conversation with you, the screen will shift to the Dialogue 
Screen, where you can read the NPC's statements and select your own reply from 
several possible responses. Your choices of replies may be limited if your character’s a 
few beers short of a full six-pack. Characters with an 
Intelligence of less than 4 simply don't have what it 
takes to engage in deep or complex conversation. 


When talking with a major NPC, you will see an 
animation of that character, and hear his or her 
voice. Pay special attention to the character'’s facial 
expression and tone of voice. You'll be able to learn 
a lot about their attitude toward you, and be bet- 
ter able to frame your own replies. ‚. 
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In the world of Fallout, barter has more to 
do with the real economy than money. 
Frequently, you'll be able to exchange 
goods, and the Barter Screen is how you 
do it. 


To access the Barter Interface, click the Barter button on the Dialogue Screen. When vil 
you wish to stop the bartering, click on TALK. | | 


To barter successfully, you must offer the NPC an equal amount or value in goods for 
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your favor; a low Barter Skill means you'll be losing out on most deals, giving more 
to get the same thing. The reaction of the NPC to you will also adjust the value of 
goods. If the NPC likes you, you will find it easier to Barter. 


On the Barter Screen, you will see your Inventory on the left. Click and drag items 
that you wish to exchange to the left Barter Table between your Inventory and the 
NPC's. Next, move items that you want from the NPC's Inventory to the right Barter 
Table. The total cash value of what you offer appears at the bottom of your side of 
the table; compare it with the value of the items you are bargaining for. Unless your 
Barter Skill is quite high, you'll have to offer more than the goods you are trying to 
buy are worth. When you think you're offering a fair deal (or, at least, when you 
think you've set up a deal that the NPC will go for) press the orrer button. The NPC 
will respond on his Dialogue Screen. You can remove some of your items from the 
left Barter Table to strike a better deal for yourself, or you can offer more if the NPC 
didn't like your first offer. You can always press caNceL to stop the trade and return 
to the Dialogue Screen. 


If you have goods on your side of the table, and no goods on the NPCs side of the 
table, then selecting OFFER will just give your items to the NPC. This is helpful with 
NPC party-members. 


Remember that you will get a better deal from an NPC if he likes you. Your Barter 
Skill and the Barter Skill of the NPC will also affect the final, agreed-upon price. 


Combat 


While the different modes and actions that take place during combat are described 
Individually elsewhere, more detailed information is provided here. 


Sooner or later, no matter how peaceful your intentions, either someone or some- 
thing in the Fallout world will attack you, or you'll decide you must attack some- 
thing or someone else. Your reputation in various locations will often depend on 
your success in various combats—whether it's wiping out that rad scorpion nest 
that's been killing off the villagers’ livestock, or taking out those bandit raiders 
who've been harassing the caravans. Remember that your reputation in a given local 
may be good or bad. Actions have consequences. You can't go around shooting 
harmless civilians for no reason and not expect other NPCs to look at you… differ- 
ently. Every two good NPCs that you kill will decrease your reputation by one point. 
It takes six dead bad NPCs to increase your reputation by one point. 


Combat begins when something attacks you, or you attack something else. It might 
start when you move too close to a mutant rat and it bites you, or when you say the_ 


played as a line of lights above the Active Item Bar—bright green when it's your 
turn, red if it's your opponent’s. You can also start combat, and stop everyone from 
moving, by pressing the A key or clicking on the active item button if you have a 
weapon there. 


To attack, select your weapon. If the Active Item slot is blank, you will attack with 
your hands and feet; if you want to select a specific weapon, go to your Inventory, 
or click on the Active Item bar to change to another readied weapon. The cursor will 
turn to a small target cross hairs—the Targeting Cursor—that you can move onto 
your intended target. 


Turns 


Combat is resolved in turns, with each character moving and attacking in an order 
determined by his, her, or its Sequence Number. The higher your Sequence 
Number— which is determined by your Agility—the more likely you are to move and 
shoot first. 


Action Points 


How much you get to do when it's your turn—shoot, reload, move, check Inventory— 
depends on how many Action Points you have. The following table gives the num- 
ber of APs required for various activities possible during combat. 


Actions Base AP Cost: 
Walking l AP per meter 
Hand=to=hand Attack 5 AP 
Melee Weapon Attack 4 AP 
Ranged Weapon Attack (Single Shot) 5 AP 
Ranged Weapon Attack (Burst Fire) 6 AP 
Targeted Attack +l AP 
Reload Weapon 2 AP 
Open Inventory 4 AP 
Open a Door 5 AP 
Use a Scenery Item 5 AP 


Some weapons have different AP costs. Always look at the AP cost in the lower-left 
hand corner of the active weapon button for the actual cost. 


Movement 


Right-clicking will cycle the cursor through Targeting, Command, and Movement 
Modes. In Movement Mode, you will see the Hex Cursor. A white number inside ik 
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cannot move to the indicated hex, either because it is too far or because the den 
ed hex is blocked—by a rock wall, for instance. 


To reserve enough APs to use the currently selected Active Item—a pistol, for exam- 
ple—press crrt when you right-click to move. This is useful for getting as close as 
possible to an enemy—in order to get the best possible odds of hitting him or her— 
while retaining enough APs to shoot. 


You can run by holding down the suit key when you click the mouse button to 
move. It makes no difference in combat whether you run or walk. 


Unlike non-combat, you cannot interrupt your movement while in combat. You 
should always plan your move very carefully to avoid spending too many APs and 
not having enough to attack. It is very embarrassing to move right next to a mutant 
and not being able to punch him until after he gets to smash your face in. 


Targeting and Attacking 


As noted on the table above, different types of attacks have different AP costs. 
Some attacks—with melee weapons, for instance—require that you be directly adja- 
cent to your target. Ranged weapons can be used from a distance. 


When you move the targeting cursor over an opponent, check the white number 
that appears inside. That is your chance to hit, a number based on your skill with 
that type of weapon modified by the range, the available light, the target's armor, 
available cover, and whether or not this is a targeted attack. A “93” here means that 
93 times out of 100, you will hit the target… good odds, indeed. 


Left-click to fire the weapon. 


Targeted Shots 


Making a targeted shot—one aimed at a particular part of your opponent—gives 
you the chance of doing more damage to your opponent, though at the cost of a 
lower chance to hit. If the weapon can make a targeted shot, right-clicking on the 
Active Item Bar will cycle through the various modes to Targeted Shot, when you 
will see a small target on the bar’s lower right corner. 


Left-click on your target to make the shot. A diagram of your target will appear, giv- 
ing you the chance to select one particular part of his or her anatomy to shoot at— 
the head, say, or a leg. The number beside each selection is your final “to hit” 
chance, your original “to hit” number modified by the difficulty of the shot. Your 
opponent's head is a much smaller and more difficult target, for instance, than his 
whole body. ar 
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Targeted shots take longer, adding 1 to the number of APs needed for 

that weapon. A targeted shot gives you a better chance at getting a critical hit. 
Explosive weapons or burst-fire weapons cannot be used in targeted attacks. Melee 
and unarmed attacks can make targeted shots easier than ranged attacks. 


Reloading 


If your weapon won't fire, even if you have APs enough to do so and you know 
you're within range, you may be out of ammo. Check Inventory, where a 0/12 next 
to your pistol indicates that you have no rounds left out of a possible twelve. Click 
and drag the appropriate ammo down to the Active Weapon Bar and click vone. You 
should see the 0/12 become 12/12, and you can return to combat. 


You can also reload by choosing a Reload Action form the Active Item Bar. This 
method is faster (2 APs instead of the 4 required for opening Inventory), but you 
don't get to select the type of ammo you use. 


Throw 


Some weapons, like grenades or throwing knives, can be thrown, with a range 
based on your character’s strength. Move the Targeting Cursor to the desired hex 
and left-click to throw. As long as you have an identical thrown weapon in your 
Inventory, it will automatically place a new one in your Active Item button. 
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Hand-to-Hand Combat 


You can attack an opponent with your hands and feet, or with melee weapons such 
as a knife, if you are in an adjacent hex. As with ranged weapon attacks, a “percent- 
age to hit” number appears in the Targeting Cursor if you're close enough, and a 
left-click makes the attack. 


pe Damage 
ef A successful attack results in damage to the target, and a loss of Hit Points. The 


\ more HPs lost, the more successful the attack was. When a target's HPs reach 0, the 
target is dead. 


Critical Hits 


Every hit against a target carries a small chance of being a critical hit. Some possible 
critical hit results include being knocked over and losing a turn, being knocked 
unconscious, or doing extra damage. Making a targeted attack increases the chances 
of getting a critical hit. 


Critical Failures 


Every attempted attack also carries with it the chance of a critical failure. The nature 
of the failure depends on the weapon, but some possibilities include running out of 
ammo, dropping your gun, or having the weapon jam. 


Ending Combat 


Combat will continue until all opponents are dead, unconscious, or in flight, or until 
you get far enough away from all nearby hostiles that the game program allows you 
to click the END coMBAT button. If hostiles are too close, a message in the Display 
Screen will inform you of that fact. 


If combat ends successfully, the END TURN/END COMBAT button will be covered up, and 
you return to normal Movement Mode. 


A Brief Walkthrough of an 
Opening Game 


This is a step-by-step description of the first few moves in a new Fallout game, pre- 


sented to give the new player a feel for how the Game Interface and Game View 
work. | 


Because of the random nature of events in Fallout, be aware that your experiences 
will not exactly parallel those described below. 
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setting Out 


As described above, clicking on New Game from the Main Menu will (lead you first to the 
Character Selection Screen, then) take you to your first encounter with the Overseer. He'll tell 
you what you're looking for, and a brief movie will take you through the airlock. Play begins 
at the Game View, with your character standing outside the Vault door. 


Use the Hand and Look Icons to examine things around you. Mostly, you'll see nothing but 
rocks and cave walls. If you try to open the Vault door, you'll find that it's been sealed. In 
fact, it will remain locked for thirty minutes of game time, after which you'll be able to 
return if you want to. 


The Longest Journey.… 


begins, as they say, with a single step. Or, in this case, it begins by moving your cursor 
down the path you can faintly see in front of your character, selecting a point, and clicking 
to set your character on his or her way. Of course, it won't be long before… 


Oh, Rats! 


As your character moves through the tunnels, you'll soon encounter cave rats—big ones, 
about the size of a bulldog, and twice as nasty. If you get too close to one, the game will 
shift to Combat Mode. The yellow-and-black-striped door at the lower right of the Game 


Interface will open up, and you'll notice that your Movement Cursor will now let you travel 


only as far as you have Action Points. The white number on your Hex Cursor shows how 
many APs it will take to reach a given spot. 


If you haven't already done so, open Inventory by clicking on your Inventory button and 
move the pistol and the brass knuckles to your Switch Active Item button. Click on the Active 
tem button so that the pistol is in view. 


Your Targeting Cursor is now active, and you'll see all available targets—the rats—outlined in 
red. Move the Targeting Cursor over the nearest rat, and you'll see a percentage displayed— 
your chance to hit the critter. Left-click to take a shot. 


On the Game View, your character will aim the weapon and fire. Depending on how good a 
shot he or she might be, you'll either hit the rat or the cave wall behind him. Either way, the 
result will be shown on your Display Monitor. Unless you did some moving and/or Inventory- 
checking first, you'll probably have some APs left. You can either take other actions to use 
them up, or click on End Turn. Remember that if you click End Turn with some APs remain- 
ing, those APs wilt help you avoid the enemy’s next attack. 


Now it's the rat’'s turn. He'll move, and if he’ S close enough, he’ Il try to De a ii pa of 
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When all the rats have moved, it's your turn again. You can take another shot, or you can use 
the Switch Active Item button to take a swing with the brass knucks. Remember, you must be 
right next to your target to use a melee weapon. Keep shooting or swinging until the rat is 
dead or scuttles off wounded. Keep in mind, though, that other rats nearby have probably 
heard the combat and/or smelled the blood and are on the way to join in the fun—sort of like 
small, furry, hungry sharks with legs. 


Seeing the Light 

When you're tired of bashing rats, you can break off combat in one of several ways. Kill all 
the nearby rats, and the Combat button door will close, taking you back to the normal Game 
View. Alternatively, you might be able to out-maneuver the horde, and put some distance 
between you and them. | 


Try other options. Click on the Skilldex button to bring up your skills, then select SNEAK. de | 
When it's your turn, move the Hex Cursor as far away from the rats as you can and click. If | Bl 
your Sneak is successful, you'll slip right past the closing rat pack; if not, well, keep fighting! ij 
You can also try clicking the End Combat button, but you'll find that works only if there are 
no rats close by. 


Once you're clear of the rats, it's time to get the heli out of these vermin-infested caves. 
Although it feels like you're in a maze—and you could take a /ong time exploring all of 
those branching corridors—getting out is pretty simple. Go south (“down” on the Game 
View, which will actually be toward the lower right of your screen) as far as you can, then 
turn west (toward the left side of your monitor). After traversing a long, narrow passageway, 
your Display Monitor will announce that you're seeing daylight for the first time in your life. 
Keep walking, and pretty soon you'll come to the mouth of the cave. 


Just beyond, that gray, shaded area on the sand is your Exit Grid. Place the Hex Cursor on the 
gray area and click to take your character to the World Map. 


Where Do You Want To Go Today”? 


You're now looking at the World Map. On the right side, you'll see two destinations: the 
vault you just came from, and Vault 15, the “other vault” far to the east that the Overseer 
told you about. 


You have several options open to you now. You can click the button for Vault 15, or you can 
click a point on the map east (or in any other direction, actually) of Vault 13. You can click the 
World Map square right next to the one you're in if you want to explore it step by step, or 
you can assume that there's nothing there but desert wasteland and pick a square further on. 


If you head straight to the other vault, you may find yourself in the desert near the entrance, 
or you might find your journey has been interrupted by a chance encounter. 


pome General Hints and Tips 


Here are some general tips for getting along in the big, real, outside world. 


€ Save often— You do not want to go all the way back to the first scene 
outside Vault 13 with an inexperienced character every time you die! 


€ Talk it out— While combat is unavoidable in Fallout, keep in mind 
that the more information you have, the better your chances of both 
surviving and Ani what a met know to win the gole Don't go 


© Your rep precedes you— Your character in the game will acquire a 
reputation based on his actions. Just as in the real world, you cannot 
walk into town shooting down innocent bystanders without facing 
some pretty grim consequences. 


® A soft answer turneth away wrath— If you don't want to start a 
fight, pay close attention to your choices of statements or replies. ”I 
think Id better leave” is going to have a better chance of resolving a 
situation peacefully than “Bite me.” 


® Watch your mouth— Arrogance rarely wins friends or influences peo- 
ple in your favor. Don't choose conversational replies that suggest that 
your character has an attitude… unless, of course, he likes getting into 
fights. 


® Listen up— Pay attention to what NPCs tell you, Some characters 
you'll meet don't have much useful to say, but others have specific 
information and good suggestions about where to go or who to talk 
to. Conversations with major NPCs are always important. These are 
where critical game information is conveyed to the player. 


€® Stay out of trouble— If a guard or sentry gives you an order, don't 
ignore him. Most guards will attack if you don’t comply within a few 
seconds, and then you've got real problems! 


® Put it away— Don't forget that you have a drawn weapon in your 
hand when you walk into a town. People tend to notice these things. 
Some guards will order you to put it away; others might shout “He's 
got a gun!” and go for their own. Return your weapon to inventory 
when you're not using it. 


€® Watch your HPs— In combat, be aware of your current Hit Points. 
When you see that your HPs are down to a handful and the number 
turns red, you are in serious trouble, and another hit or two will prob- 
ably kill you. Maybe it's time to think about getting away, or try using 
a stimpack to boost your HPs a bit. 
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Mark your targets— In combat, be careful of what you're _… at. 

Be especially careful if a friend is standing between you and your tar- 

get. Both friend and foe will be outlined in red as possible targets, and 

in a close, tangled action, it's quite possible to shoot an ally instead of 

a hostile. If this happens, you might find yourself fighting with your 

friends as well as your enemies, a twist that can ruin your whole day. 


| €) Avoid the long chase— Although each kill counts toward your 

\ Experience Point total, chasing a wounded enemy who is fleeing the 
fight is rarely a good idea. Unless they've taken a critical hit that slows 
them down, they can usually stay ahead of you.… and you might find 
yourself drawn into an ambush. 


€) Shoot and loot!— In combat with human adversaries, use the Hand 
Icon on dead foes if you get the chance. A left-click will show you the 
dead character’s Inventory, and you'll have the chance to click and drag 
his stuff to your Inventory. This is a great way to pick up new weapons, 
extra ammo, and body armor. 


@ The most toys wins— As you have the chance, re-equip your charac- 
ter as early as possible. He or she will start out with a hand gun and a 
few incidentals. As quickly as possible, strip fallen foes of everything 
you can carry and barter away what you don't need. Get the best 
armor, the best weapons, and the most ammo you can, as quickly as 
you can. You're gonna need ‘em! 


® Go for the green— Stop at every green circle area on the World Map 
you can find. As you're traveling the World Map, keep a sharp lookout 
for these regions in newly revealed areas near your line of march. 


€) Back to the Vault— If you can't figure out what to do next, try going 
back to the Overseer and have a talk with him. Be sure to save the 
game before you head back for the Vault; if the Overseer can't help 
you, then you can load again and continue without having lost any 
time. 


€9 Time is of the essence— Keep track of the passing days on your. 
ip a iteral deadline as the water at jon co mt 
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Á moderate contamination hazard. You could learn 


things looking here that you'd really rather not knowe 


The world of Fallout is rich and varied, with lots of different places to go. This chap- 
ter lists the various locations in the game where the plot and action unfold. Since 
you, the player, have almost complete control over where you go in the Fallout 
world, and when, the order of the locations listed here is not necessarily the order in 
which you will encounter them. 


Vault 15 


This is your home vault, the place where you begin the 
adventure. It is located near the top center of the 
World Map, and has had no contact with the outside 
world for over 80 years. 


The Vault, arguably, is the most important site in the 
game. Its survival is in your hands, and is the whole 
reason you are venturing into the outside world. If you 
do not return with the water purifier chip within 150 
days, the entire community will die of thirst, and the 
game will be over. Even then, you only have 50 
to defeat the mutant army before you Vault ís 


ed. Most of this time could be spent travelling on the World Map, so try to keep 
long trips to a minimum. 


Travel Interface 


To access the World Map, you must travel through the caverns, going south as far as 
possible, then moving down a long, straight passageway to the west. The interface 
lies just outside the mouth of the cave. The first time you come this way, the inter- 
face is just beyond the cavern mouth. On subsequent visits, you will enter a town 
map of the vault first, and be able to choose a destination from there. 


Places of Interest 


€) Emergency Medical Lab: Where you can get free medical treatment. 
Location: Vault 13 Entrance Map. d 


€5 Command and Control Center: You can find the Overseer here if 
you need to talk to him again. Location: Vault 13 Level 2. dE 


Characters Encountered 


€) The Overseer: (Major NPC) The man in charge of Vault 13. He gives 
you your orders, and may provide you with additional information and 
hints if you return to the Vault later in the game. 


€$ Various citizens: (Minor NPCSs). 


Vault 15 (The 
Buried Vault) 


This is the “other vault, somewhere to the east” 
that the Overseer first tells you about when you | 
accept your mission. You can reach it by traveling as 
far to the east as you can on the World Map, or by 
selecting vauLT 15 on the World Map's list of travel 
destinations. 


Travel Interface 


When you arrive at the buried vault, the only evidence of its existence you will see is 
a shed with a sewer or manhole entrance inside. You gain entrance to the buried 
en e ns on the Hand Icon to use the ladder inside the haft. This will take Dh / 


Places of Interest 


€ Command and Control Center 


Characters Encountered 


The only NPCs encountered here are a very large number of mutant rats of various 
species, some of them quite large and dangerous. Killing them will increase your 
Experience Point level, and afford you the opportunity to use up lots of precious 
ammunition. 


ohady Sands 


Shady Sands is a quiet, peaceful village located 
_about halfway between Vault 13 and Vault 15. 

hl Most players will notice it during their first trek 

across the desert, from one vault to the other. 


Travel Interface 


Players arrive at and depart from Shady Sands at a travel interface north of the main 
gate. At that interface, clicking on the Town/World Map will bring up a map of the 
town, including Shady Sands proper, the Brahmin Pens, and the Gardens. East Shady 
Sands can be reached to the east of Shady Sands map. 


“ Places of Interest 


€ The Guardhouse: A building where the town’s guards live. Location: 
Shady Sands. 


€ The Town Hall: The building where Aradesh, leader of Shady Sands, 
can be found. Location: Shady Sands. 


€® Razlo's: A doctor’s office. Location: Shady Sands. 


Characters Encountered 


Ë Ì r= je € Aradesh: an Lis The Ei ok leader of the Shady Sands er 


© Tandi: (Major NPC) Aradesh's daughter, and the future ruler of Shady 
Sands. She may be encountered in Shady Sands, Near the Town Hall. 


€ lan: (Minor NPC) A.K.A. “the leather-jacket man.” He can be found in 
the Guards’ quarters in the northeast of Shady Sands proper, and can 
be convinced to join you on your quest. He will also tell you the loca- 
tions of two destinations farther to the south. 


€ Dr. Razlo: (Minor NPC) A doctor in the building in the southwest 
quadrant of the town. For a price, he will heal your wounds, and he 
might be interested in Rad Scorpion tails. 


€ Seth: (Minor NPC) A guard at the front gate. He can tell you about the 
town and the neighbors, and will take you to the Rad Scorpion caves. 


€® Various peasants, citizens, guards, cooks, and children: Assorted 
background characters, the citizens of Shady Sands. 


Rad Scorpion 
Caves 


The Rad Scorpion caves can only be reached 
through dialogue with Seth, the guard at Shady 
Sands’ front gate. If you tell Seth you want to go 
there, he will ask, “Are you sure you want to go to 
the Rad Scorpion caves?” If you reply “Yes,” you 
will find yourself outside the caves. 


A number of Rad Scorpions inhabit the caves. You 
can go there to kill one or more of the giant scorpions for the experience points, or 
you can go to wipe out all of the scorpions. 


Travel Interface 


Exit from just outside the mouth of the cave back to the Shady Sands Entrance Map. 
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The Desert 
Raider Camp 


The raiders’ camp is a collection of tents and yurts 
surrounding a single large building. A number of 
desert raiders, both male and female, are gathered 
here. Their leader, Garl Deathhand, can be found 
inside the main building. 


Travel Interface 


Moving to the edge of the Game View will take the player character to a Travel 
Interface and the World Map. 


Places of Interest 


€) The Big House: The large, brick-and-canvas structure surrounded by 
tents and warriors’ gers. Includes an outer warrior's room, Garl’s room, 
and three prison cells. 


Characters Encountered 
€ Garl Deathhand: (Minor NPC) The leader of the Khans. 


€ Tandi: (Major NPC) If she has been kidnapped, she will be held in a cell 
in the camp. 


€$ Various Raider Guards and Warriors: (Minor NPCs) Armed with 
spears and hand guns. 


€ Various Peasants. 


Jdunktown 


Junktown is a much larger town than 

Shady Sands. It includes three separate 
maps, the Entrance, Killian's, and the 
Casino. 


Travel Interface 


From the Entrance Map, go north to reach Killian’s, or south to return to the World 
Map. No exit to east or west. 


From Killian's Map, exit north to reach the Casino Map. Exit south to return to the 
Entrance Map. 


From the Casino Map, exit south or east to return to the Killian's Map. 
Places of Interest 

© Doc Morbid's: A doctor’s office. Location: Entrance Map. 

€& Doc Morbid's Lab: A basement laboratory accessed from the clinic. 


© Killian Darkwater's: A General Store where you can buy weapons 
and supplies. Location: Killian's Map. 


€) The Crash House: A hotel for travelers. Various characters of interest 
to the player stay here. The Skulz, a local gang, hang out in the store- 
room in the back. Location: Killian's Map. 


€) The Casino: Location: the Casino Map. 


€$ The Skum Pit: A bar. Location: the Casino Map. 


Characters Encountered 


€$ Killian Darkwater: (Major NPC) The mayor of Junktown, leader of the 
guards who police the town, and the proprietor of Killian's, a General 
Store. 


€ Gizmo: (Major NPC) The crime boss of Junktown, and owner of the 
Casino. 


€ Lars: (Minor NPC) Leader of Killian’s guards. 
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®& Doc Morbid: (Minor NPC) A doctor with a clinic in Junktown. 
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© Flash and Cougar: (Minor NPCs) Doc Morbid's two mercenary body- 
guards. 


© Gretch: (Minor NPC) Doc Morbid's assistant. 

© Marcelles: (Minor NPC) The manager of the Crash House. 
€ Sinthia: (Minor NPC) A prostitute working for Gizmo. 

© Raider: (Minor NPC) A crazed desert raider. 

© Bob: (Minor NPC) A character who owes money to Gizmo. 


© Gunman: (Minor NPC) A renegade mercenary gunman working for 
Gizmo. 


® Adrian: (Minor NPC) A dealer at the Casino. 

® Vinnie: (Minor NPC) Leader of the Skulz. 

© Sherry: (Minor NPC) A member of the Skulz. 

® Victor, Shark, and others: (Minor NPCs) Members of the Skulz. 
€ Neal: (Minor NPC) Owner and bartender of the Skum Pit. 

© Trish: (Minor NPC) A waitress at the Skum pit. 

€ Saul: (Minor NPC) A boxer at the Skum Pit, and Trish's lover. 


® Assorted peasants, citizens, guards, gamblers, casino dealers, bar 
patrons, and others. 


The Hub 


The Hub is an enormous trading center and settle- 
ment established in an old town relatively 
untouched by the war. Caravans are organized here, 
carrying goods to LA, Junktown, Shady Sands, and 
elsewhere. Numerous adventures can be had here. 


Travel Interface 


Travelers first arriving at the Hub will arrive at the 
north end of the Entrance Map. 


Places of Interest 


€) The Job Post: A place where job offers are posted. Location: Down 
Town, near Bob's Iguana Bits. 


© Far Go Traders: The offices of the smallest of the main caravans. 
Butch's office is in the back. Location: Downtown, near the Police 
Station. 


€$ The Maltese Falcon: A bar and flop house. Decker's office can be 
reached here by stairs behind the bar. The Crimson Caravan, the sec- 
ond largest caravan organized out of the hub, has offices in the same 
building. Location: Downtown. 


€$ The All In One Store, the Armory, the FLC, the Weapon Shop: 
Various businesses. Location: Central Downtown. 


© Decker’s Office: An underground room where Decker runs things. 
Location: Accessed by stairs from the Maltese Falcon, in Downtown. 


5 The Water Merchants: The largest of the three main caravans orga- 
nized out of the Hub. Location: The Water Merchants’ Map. 


€$ Children of the Cathedral Hospital: A COC healing center. Jain can 
be found here. Location: In the Water Merchants area. 


€ Daren Hightower’s House: Large and elaborate dwelling in the rich 
part of town. Location: The Heights. 
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€ The Arms Dealer: Jacob can be found here. Location: Old Town. 


€ Harold: The old mutant with some interesting stories can be found in 
a small building here. Location: Old Town. 


€ Thieves’ Circle: Accessed by stairs in the largest building in Old Town. 
Loxley can be found here. Location: Old Town. 


€ The Gauntlet: A small and relatively harmless replica of a larger and 
more dangerous challenge encountered later on. It is a test of the 
player’s skill with locks and traps. Location: Outside of Loxley's head- 
quarters, beneath the Old Town Map. The player character will have to 
get through the Gauntlet to get to Loxley. 


Characters Encountered 


€ Sheriff Justin Greene: (Minor NPC) Head of the police forces in the 
Hub. 


® Deputy Fry: (Minor NPC) Greene's deputy. 


€ Butch Harris: (Major NPC) Head of the Far Go Traders. 


De Rutger: (Minor NPC) Butch's assistant with the Far Go Traders, and the 
real brains of that organization. 


€ Demeter Romara: (Minor NPC) Head of the Crimson Caravan. 


9 Keri Lee: (Minor NPC) Assistant Head of the Crimson Caravan. 
Demeter's daughter. 


© Daren Hightower: (Minor NPC) The unpleasant head of the Water 
Merchants. He believes he is the chief power in the Hub. 


© Martha Rastello: (Minor NPC) Second head of the Water Merchants. 
She takes the night shifts, and may be able to help the player with a 
special problem. 


© Nikalao: (Minor NPC) An upper-class merchant. 


® Kathy: (Minor NPC) Manager of the Armory. 


® Jason: (Minor NPC) Kathy's son. 
€ Bob: (Minor NPC) Manager of Bob's Iguana Bits. 


€9 Mitch: (Minor NPC) Owner of the All In One Store. He sells drugs and 
medical supplies. 


€® Lorenzo: (Minor NPC) Manager of the Friendly Lending Company, or 
FLC, which is owned by Decker. 


© Decker: (Major NPC) Head of the Hub Underground, and the true boss 
of the Hub. Ruthless, cool, cunning, and deadly, he is not a good man 
to cross. 


®& Kane: (Minor NPC) Decker's assistant. 


® Loxley: (Major NPC) Head of the Thieves! Circle. A real, modern-day 
Robin Hood. 


® Jasmine: (Minor NPC) Loxley's second-in-command. 
© Jain: (Major NPC) High Priestess of the Children of the Cathedral. 


€9 Thorndyke: (Minor NPC) A physician with the Children of the 
Cathedral. 


€$ Harold: (Major NPC) An old mutant. He has memories reaching back to 
the war and before. He also has some very interesting information to 
pass on to the player. 


© Jacob: (Minor NPC) Manager of the Arms Dealer that sells mid- to 
high-end weapons and ammunition. 


© Dan: (Minor NPC) A Brahman and cart dealer. Also known as “Dan the 
Brahmin Man.” 


€ Billy: (Minor NPC) A boy who works for Dan. 


The Necropolis 


The Necropolis is a large city inhabited by 
ghouls—forrmer humans who have mutat- 
ed—and some super-mutant soldiers. An 
outpost of the Children of the Cathedrals is 
also located here. 


Travel Interface 


The player will arrive at the Motel Map. From there a sewer system takes him north to 
the Hall of the Dead, then north again to the Water Shed Map. To return to the World 
Map, there are Exit Grids on all three of the maps. 


Places of Interest 


€) The Motel: A ruined motel occupied by ghouls. Also called the Motel 
of Doom. Location: The Motel Map. 


€) The Hall of the Dead: Set's throne room and headquarters. Location: 
The Hall of the Dead Map. 


© Motel of Doom Sewers: The sewers beneath the Motel of Doom. 
Location: Reached from three separate sewer access holes outside the 
motel. 


€ Hall of the Dead Sewers: The sewers beneath the Hall of the Dead. 
Location: Reached from a sewer access in the building near the Hall of 
the Dead, or via the secret passageway behind Set's throne in the Hall 
of the Dead. 


© Ghoulish Underground: A safe haven where the player can rest. 
Location: In the sewers beneath the Hall of the Dead. 


© Watershed Sewers: The sewer line from the Hall of the Dead 
emerges in a sewer access inside a building on the Watershed Map. 
Two other sewer accesses in the street on that map are connected to 
one another underground, but not to the rest of the sewer system. 


€) The Watershed: The source of water for the Necropolis. Location: The 
Watershed Map. 


€ Necropolis Vault: An underground vault, similar to Vault 13 and Vault 


15. Location: The vault can only be reached via a manhole inside the 
Watershed building. 


Characters Encountered 


® Set: The ruler of the Necropolis ghouls. 
© Garret: (Minor NPC) A ghoul working for Set. 


er Glowing Ones: (Minor NPCs) Radioactive mutants. 


© Various ghouls, ghoul refugees, ghoul guards, and others. 


© Children of the Cathedral Members: (Minor NPCs) The COC have 
built a hospital in a building in the Necropolis. 


€ Harry: (Major NPC) A high-ranking super-mutant leader. 
€ Terry: (Minor NPC) A super-mutant leader. 


€ Gary, Barry, Sally, and others: Assorted super-mutants. Sally really 
doesn't like his name. 


The Brotherhood 
of Steel 


The Brotherhood of Steel is a semi-religious order 
that worships ancient technology. They inhabit a 
fortress with an entrance on the surface and four 
underground levels. Depending on the player’s sta- 
tus, he or she may be limited to the entrance. Only 
Initiates or people seeking to be Initiates are 
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allowed into the lower levels. In addition, a character who has become an Initiate 
and who then becomes an enemy of the Brotherhood by attacking another member 
will find the elevator locked. 


Travel Interface 


The Entrance Map has a travel interface to the south. Travel between the surface 
and the various levels is accomplished using elevators. 


Places of Interest 


€) Combat Training Hall: A room where combat demonstrations may be 
watched. Location: Level 1. 


€9 Checkout: A room where the player can check out weapons and 
equipment. He or she will not be able to enter the storeroom beyond. 
Location: Level 1, 


he Knight Workroom: The player may be asked to do a chore here, and, 
as a result, get a new piece of equipment. Location: Level 3. 


9 Master Scribes Room: Vree's room. Location: Level 3. 


© Library/Library Computer Room: Location of the Brotherhood'’s 
records and computers. Location: Level 4. 


® Council Room: Meeting place for the High Council. Location: Level 4, 
off the Hall of Worship. 
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Characters Encountered 


€& Cabbot: (Major NPC) A high-level scribe initiate working at the 
entrance as a greeter. 


€ Master Scribe Vree: (Major NPC) A highly intelligent scribe, and an 
expert on all things technical. She can be found on Level 3. 


€ Assistant Master Scribe Derek: (Minor NPC). 


€) Assistant Master Scribe Sophia: (Minor NPC). 


€ Master Knight Rhombus: (Major NPC) Head of the Paladin Order. He 
can be found on Level 1. 


€ Talus: (Minor NPC) A paladin, second-in-command to Rhombus. He can 
be found on Level 1. 


€) General Maxson: (Major NPC) The High Elder of the Brotherhood. He 
is found on Level 4. 


5 Mathia: (Minor NPC) Maxson’s assistant. She can be found on Level 4. 


€ Darrell: (Minor NPC) A high-level knight initiate. He can be found at 
the entrance or on Level 2. 


€ Michael: (Minor NPC) A knight who checks out weapons at the supply 
room on Level 1. 


€ Thomas: (Minor NPC) A paladin and instructor. He can be found train- 
ing initiates on Level 1. | 


& Jennifer: (Minor NPC) A paladin guard, found on Level 1. 


© Kyle: (Minor NPC) A knight who can help you repair a suit of power 
armor on Level 3. 


€ Assorted other knights, paladins, scribes, elders, and initiates. 


| genoral, all palading within He Brotherhood wear 
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The Glow 


The Glow is a radioactive crater out in the 
desert that is hiding a secret. Exploration 
of the ruins beneath the crater, if you can 
first take measures to protect yourself from 
the radiation, will turn up some important 
clues and artifacts. 


, 


Travel Interface 


The Glow surface map has a Travel Interface on the south side. The underground 
base accessed through the crater has six levels, interconnected by elevators. 


Places of Interest 


€ Level 1: Weapons Locker, in the room to the northeast. 


® Level 1: Dead bodies in various rooms. 


@® 


Level 2: Dead bodies in various rooms. 


Level 3: Weapons and supplies in the northwest corner of the level. 


Level 4: Weapons Locker in the southern end of the level. 
Level 4: Dead bodies with useful items. 


Level 4: Supply lockers near security elevator in northwest corner of 
fi the level. 


© Level 4: Security elevator in northwest corner provides access to Level 5. 
€ Level 4: Zax the supercomputer is on this level. 


© Level 5: Lab spaces at the south end of the level. This is the main 
weapon storage area. 


© Level 6: Operations Center at the southwest corner of the level. 


back online. ha Ee U 


Ee 


Characters Encountered 


None. All you'll find is radiation and dead bodies. But keep an eye out for traps! 
And... if you get the power back on, you'd better watch out for sentry robots. 


The Military 
Base 


This is a former military base that is now 
used by the super-mutants. There are some 
excellent weapons and high-tech goodies 
here. The base also hides one of the chief 
goals in the adventure. 
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Travel Interface 


The Military Base is divided into five levels. The top three levels are the Mutant 
Stronghold. The lower two levels are the Vats. All are accessed by elevators. A travel 
grid on the west side of the surface map takes you to the world map. 


Places of Interest 


€® Robot Storage and Control Room: Robots are stored here, and can 
be reprogrammed. Location: The Stronghold, Level 1. 


€ Computer Control Room: The command center for the Stronghold. 
The force fields that protect various parts of the base can be controlled 
from here. Location: Stronghold, Level 1. 


© Security Corridor: A hallway filled with traps for the unwary. 
Location: Vats, Level 1. 


®& Prison Cell #3: A human female is held here, awaiting her turn to be 
“dipped” and turned into a mutant. She is the girlfriend of Flip, one of 
the mutant guards, who spends a lot of time here. Location: Vats, Level 1. 


€ The Lieutenants Room: The super-mutant who controls this facility 
can be found here. He has something you might need. 


€ Vat Control Room: The operations center and computers for the Vats. 
Normal humans are turned into mutants here. | 
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Characters Encountered 


© The Lieutenant: (Major NPC) This is the Master's right-hand mutant, a 
super-mutant of incredible power and intelligence. He seems to enjoy 
evil so much. 


®& Flip: (Minor NPC) A super-mutant. His girlfriend is about to be dipped. 

€ VanHagan: (Minor NPC) A Child of the Cathedral. Recently arrived 
from the Master, he is passing on some interesting information to the 
Lieutenant. 


€ Sarah: (Minor NPC) A prisoner in Cell #3. She was once Flip’s lover. 


€ A Mr. Handy robot: (Minor NPC) This machine was interrupted on its 
cleaning rounds and might help you with a problem. 


The Angel's Boneyard/ 
The Cathedral 


An enormous stretch of ruins that includes numer- 
ous locations and groups. 


€) The Followers of the Apocalypse: A 
small group of peace-lovers from San 
Diego. They are enemies of the Children 
of the Cathedral, and may provide help 
and information to the player. 


© Adytum: A small town within the 
Boneyard ruins. The player may find him- 
self involved in a subplot here. 


pen Places of Interest 
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j ” ®& _ The Blades: A large gang living near Adytum. They are not what 


me Nan they seem! 


© The Nest: A deserted part of town east of the Blades’ hangout. 
Watch yourself! 
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Characters Encountered 


The following characters may be encountered in the Boneyard ruins, in the 
Cathedral, or within the Master's fortress. 


€® Jon Zimmerman: Leader of Adytum. He will want you to avenge the 
death of his son. 


© Razor: Leader of the Blades. She has a holodisk that proves that all 
may not be as it seems. 


© Nicole: She is the leader of the Followers of the Apocalypse. Strong- 
willed, honorable, and spiritual-minded, she believes that she and her 
followers will change the world. She hates the Children of the 
Cathedral, and will help the player fight them. 


The Cathedral 


This is the headquarters of the Children of the Cathedral. It is located a day or two 
south of the Boneyard. 


Travel Interface 


The travel grid to the world map is located south of the front of the Cathedral. Go 
through the door to enter the Cathedral. 


Places of Interest 


€$ Laura's Room: Make your first contact with this Follower spy here. 
€ Lasher's Room: You'll need to find him to get to Morpheus. 


€) The Cathedral Tower: You'll need a special pass to find the stairs at 
the north end of the Cathedral, and the way up to Morpheus's office. 


€$ The Secret Stairs: You'll need another special pass to reach these 
stairs going down behind the Cathedral altar. 


Characters Encountered 


€ Laura: At first, she seems to be a member of the Children of the 
Cathedral. She is, in fact, a spy from the Followers of the Apocalypse. If 
you speak with her after talking to Nicole, she will take you to the 
door that leads to the Master's Vault. 
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€ Lasher: (Minor NPC) A rather nasty, short-tempered sort, er for 
Morpheus. He has a badge that will let you get to Morpheus without 
problems from the Nightkin. 


€ Morpheus: (Major NPC) Leader of the Children of the Cathedral. He 
secretly works for the Master, but, unlike his followers, does not 
believe the Master is God. He could take you to the Master. 


€ Various fanatical Children, thugs, mercenaries, mutants, super-mutants, 
Nightkin, and other unpleasant types in the Master's service. 


The Master s Lair 


The Master's lair is concealed beneath the Cathedral and can be reached only by 
someone carrying a special pass key. A cavern leads to an underground vault 
entrance. The lair itself consists of two main levels beneath the entrance—and a 
small but important basement level. 


Travel Interface 


The Master's lair is reached by the secret stairs in the Cathedral. Travel between lev- 
els is by elevator. 


Places of Interest 


& The Gibbering Psychics: They have something you might find useful. 
Location: Level 1. 


€ Operations: Location: Level 2. 


& The Corridor of Revulsion: Strong psychic forces are at work here. 
Location: Level 2. 


®& The Master's Chamber: Sooner or later you must meet him here. 
Location: Level 2. 


© The Basement: Could the answer to your problem be here? Location: 
The Basement. 


Characters Encountered 


€) The Master: This guy is not nice at all. You will need to have an inter- 
view with him, however, if you intend to win the game. = 4 
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A moderate contamination hazard. You could learn 


things looking here that you d really rather not know. 


This chapter gives a brief description of each of the major characters in the game. 
Refer to this section if you need to learn something about the character’s psycholo- 
gy, goals, or motivations. 


At the end of some character sections is a paragraph or two labeled HINTS. These 
tell you the best way to deal with the character if you want to avoid combat and 
stay on their good side. Some hints may give away some secrets of the adventure, 
however. Don't read them if you want to work things out for yourself. 


Pm The Overseer: Leader 
Pr of Your Community 


This distinguished looking gentleman is the ruler of Vault 
Ben erna kome 13, the man who is sending you out into the world of 
Fallout to find a replacement for the Vault’s water deld 
war He genuinely cares about you and everyong;in:the . 
guis. st he can be a bit paternalitic, ven con _ 


De an 


Nor leaving (he vault the first fine, you may want {b 
return home to talk with He Ovorsoor again. Ho may have 
soma cluos for you, Or soma moro suggestions fp holp ou 


with your gast. 


Aradesh: Ruler of Shady 
pands 


Aradesh is a good man who's genuinely concerned 
about his people and their problems. He may be a 
bit suspicious of you at first, and can seem a bit 
paranoid, but that's because he distrusts all out- 
siders, and it is possible to earn his trust. 


P a stoaling prom {hom, ond you will 
ahtackod and boevme an onomy chady Gands. Your 
bost bot for getting on his good side ie fp roscuo his 
daught: or whan sho is Lidnapped. 


shady Sands 


You will first encounter Tandi during one 
of your early visits to Shady Sands. She is 
the daughter of Aradesh, and is destined 
to one day replace her father as the town's 
leader. Currently, she is bored stiff with the 
place, a little in awe of people who've seen 
something of the outside world, and a bit 
naïve. She's a tomboy with a sharp mind 
and quick wit, a free spirit who is not 
afraid to speak her mind. 


Later in the adventure, you may learn that Tandi has been kidnapped by the Khans, 
and you will have the opportunity—should you decide to accept this mission—to res- 
cue her. | 


ned 


2 will onthusiastieally agproo with He playor if he or 
“zhe zuggaafs Hat ifs a bit dull around shady Gands, 
and may be able fo fall him a We about (hinges she s 
heard. Puf hor down or be condesconding / O hor, and 
she ll walk away. 


when she is kidnapped by Pe Khan raidors ‚you can 
aftonpf a soscud. Ih you de so by opening her cell or 
bipting if out, she will use her knite (p defend harsolf. 
Be careful because she will be a urget in He pt A 
sa er Way is fo aftanpt fo bartor por har pr Om Or 
bip Grarl one-on-one. 


Killian Darkwater: 
the Good Guys 


Killian is mayor of Junktown and owner of the 
General Store. He is also head of the local guard 
force, and a thorn in the side of Gizmo, who would 
like to see Killian eliminated. He is tough and 
strong, a decent man who hates bullies. Though 
not a violent man, he will fight to the death to pro- 
tect himself and his town. Knowing that Gizmo is 
trying to kill him, he always keeps two guards out- 
side the door to his store. 


Hints 


4 Ho playar holps Lill He assassin sont to murder 
=Killian, Killian will ast He playor for holp in getting evi 
dance againdt Gigmo. This is a good way for Ho playor 
fp pick up a free shotgun and some ammo, sbmo armor, Or 
some medical supplies. Ih you cxos6 Killian, however, you 
will find hin to be a gf opponent. ff you by to doit 
from hin, Hors a geo chance you ll bo caught, hiph 
him and loso, and you Il goend fwo days in He lookup 
with a HlOO pino. Ih you Lill Killian, you will become an 
outlaw, and {hore'(l be people looking for you bĳ sotflo 


He sopra. 


Gizmo: One of the Bad Guys 


Gizmo runs Gizmo's Casino on the west side of Junktown. He is a fat slob of a bully 

who dreams of running the entire town unhindered by do-gooders like Killian. He 

has tried to eliminate Killian several times already, but also managed to keep his 
„Ag hang s relatively clean in each attempt, Killiagdsdooking fpr a way to get proofs 


suddenly against any w 


m. 


that Gizmo is behind the attempted assassinations, 
and the player may be able to provide the proof, if 
he or she is willing. Gizmo is a genuine lowlife who 

thinks he's the real power in town. Disobey his 
order, and he will have you killed. 


” „s brit iphl gel 1 wit) Á wpd him oncb, but not tbwice. 


ou may be able fo get him to try to hire you fo oliminate 
Killian; if you are wearing a wire or have planted a bug, 
Phis will give Killian Pe evidence he needs. Convorsoly, 
of course, you could hire out fo Gigo and kill killian. 
Ho will opper you Fl OOO-hell go as high as 1500 if 
Kor prass him and agg / hat Ou Ae guf of / pwn 
aftorward. This would be a goo idaa, since you'll be an 
outlaw after murdoring Killian Darkwatar, | a price on 


your head, 


poets King of the Ghouls 
of Necropolis 


Set styles himself as leader of Necropolis, but in fact he's a figurehead put in place 
by the Master to keep the ghouls in line. Set hates the Master, but fears him more 
As a result, he is frustrated and short-tempered, with a nasty tendency té: 
ho crass‚him. His speech is abrupt, harsh, and so je rú 
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If the player goes along with him—specifically, if he 
or she agrees to help him “punish” the mutants at 
the water shed—he can be almost pleasant, in a 
ghoulish sort of way. 


ely up Íp of, but dent overde it. 
ie Agroo Pat he's in charge, and if he 

accusds you bf sucking up fo him, apolor 

giga an foll hin you wanted fo make a good inprassion. 

When you #$he chance, ask him 4 Moso is something 

you can do for him. He will fall you fo go oliminate the 

super mufont guard at He pel shed Harry and his 


berg 


Harry: Super=lutant Spy 
and Leader 


Harry is the leader of the super mutants 
protecting the water shed in the 
Necropolis, and as such, he is the one 
you're going to have to get past if you 
want to accomplish one of the principle 
goals of your mission. He is also a spy, 
keeping a close eye on Set for the 
Lieutenant. He is on the alert for any “nor- 
mals,” whom he will try to capture and 
take to his boss. 
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He is one of the largest super-mutants you'll meet in the game, an enormous crea- 
ture that makes the Terminator look like a skinny runt by comparison. Fortunately, 
he has one endearing trait: he is mind-numbingly stupid, and a smart player can 
turn this against him. 


Harry leads a group of mutants in guarding the water shed. Their names are Larry, 
Gary, Barry, Terry, and Sally. (Sally does not like his name very much.) 


B AT 


ir Jl layor is homale, she can use hor heminine wilos— 

WY Speech and Chariema-to gat clos fo Harry. Ik sho 
“opfors fo give hin “a (lle smack’ if he'll come closer, 

she ll get a big modifier in hor favor for the first combat 


oxchange. Hard), zoons fair. 


f He playor has already destroyed He vats, oithor he vr 
sho will get ono prod aftach against Hory, or Harry and 
ho ofhor guard will oe pe return. 


Loxley: Prince of Thieves 


Loxley is the head of the Thieves Circle, a group of bandits operating in the Hub. If 
the player manages to get through his traps and alarms, Loxley will give him a 
annet task—stealing a necklace from a rich merchant-—as 
a test for joining the Circle. Loxley is quick, intelli- 
gent, sharp-witted, good-natured, and humorous. 
He affects a British accent and identifies strongly 
with the original Robin of Locksley, Robin Hood. He 
takes care of the thieves working for him, and they 
return the favor with their loyalty. He gives about 
twenty percent of the money stolen to the Old 
Town mutants, as charity. os 
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% 5 Loxley can be an excellent source of oppipmor, and the 
obs you de for him can provide you with ready cach. 
Don't try to double-eroes him, (hough. Ha's good-natured 

but he's not stupid. | 


Deckers Leader of the Hub 
Underground 


Depending on how the player wants to do things, 
Decker can be a useful contact, or he can be deadly. 
Decker is the true power in the Hub, and little hap- 
pens thereof that he is not aware. He is outwardly 
calm, even placid, and quite patient; he is also quite 
ruthless. He will, in fact, be willing to hire the play- 
er to commit several assassinations. He will also 
order the player killed, if the player refuses to work 
for him, but knows too much. 


To approach Decker, you must get Kane, his assistant, to take you to him. 


vi M you decide fo work for Decker, you Il be walking à 

narrow line. ‚you insult him, you will later be attached 

his (huge and beaten sonsoloss. lb you ropuse fo work 

for him, you will be roloased. but will not have He oppor 
funity fo work for him again. lh you sucoossfully kill Tain 
for Dockor, (he Children of the cathedral wil! lotor 
rofaliafe by Lilling Decker. W is also possible fo bring 
He local police doum to Dockor s ld and fy fo Lill 
him in / ho onsuing pirepight. 


| Butch Harris; Leader of 
p we the Par Go Caravan 


Butch Harris may be the leader of one of the Hub'’s 
big three caravans in name, but in fact, he's a fig- 

urehead. Butch has big dreams, but he's bitter and 
frustrated and also something of a coward. 


When Butch thinks he’s on top of things, he swag- 

gers a bit, and exhibits cocky and boisterous self 

confidence. When things go wrong, though, he 

tends to lose control, talking loud and fast and not 

getting much done, All of the real organizational 

and administrative work for the caravans is done by 
Rutger, his assistant. Butch is not that intelligent, and 
recent events have left him a bit paranoid. The Far Go traders have been having 
more than their fair share of hits from the mysterious force attacking the Hub's cara- 
vans. 


Jr, DA ie convinced that He Doathclaw is vosponsible for 
“he caravan disappearances. He will need to be con 
vinced that mutants are behind the attacks. Ho is also 
fairy honest, (he most honest of the traders in the Hub. 
Play sgyard with him=den't boy fo be cuto or insulfing- 
and he Ul play sqpard with you. 


Harold: An Old, Old Mutant 


Harold is the oldest person alive in the Hub. 
In fact, he was five years old when the war 
started. After his vault opened and its 
inhabitants made their way out into the 
wasteland, he became a merchant. 


At some point many years ago, he handled 
an artifact contaminated with the FEV virus 
that caused him to mutate. He is now very 
|_old, sick, and he tends to ramble on a lot. 

Some of his information may be out of 
date. He can be cranky at times, but he likes 
to tell stories. He could be a good source of information on people and things with- 
in the Hub, and it's worthwhile talking to him to find out what he knows. 


ede patient with Harold and draw him out. Ho has one 
zritieal pico of information Hat may bo of usor HO Lnow 
He mastor when the Macter was still human, and he has 
boen tp he loat wilitary basb. 


The Deathclaws: 
A Bloodthirsty 
Horror 


You can find the Deathclaw by first talking to Butch 
Harris and Beth in Downtown, then asking Harold 
in Old Town, about it. Slappy, a character found 
hanging around outside of Harold’s shack, may take 
the player to the Deathclaw's lair. While it is not 
absolutely necessary that you face this monster, killing it does give you a lot of extra 
hes Points... 
_$uper-muy the cave. 
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WE Killing He Deathelaw is tough, but not inpossibla, Your 

“Lost bof is fo hoecklo if when you vo built your charactor 
up fv a high love, with a large nunber of MPC allie 
racruited or hired in he Hub and elsowbere, and with 
He bost weapons you can ind. (may also bo possiblo 
fo soarch Ho br s body aff or luring Ho 
Poathelaw aside; with luek, you night bo able tp get Ho 
bolodiek he was carryin and gs04pd bhe Daatbelau s 
grasp without actually Kong fp bight it 


| vba may run info not one, but sevoral Doatbclaws later in 

hg fam, 50 be warned! Don't wordy, (hough —hho 
Daatholams aren noarly as bad as the Doathelan 
Momma! | 


Jain: Priestess of the 
Children of the Cathedral 


Le Jain believes completely in the doctrine and dogma of the Children of the Cathedral. 
She is devout, pompous, and fanatical, and can be quite stubborn. She refers to the 

| Master as “the Holy Flame,” and genuinely believes that what she and the Children 

are doing is right. She will try to persuade the player 

to join the Children, but she has no patience for 

people distracting her from her work. 


Y Bo warned! /f Jain summons a counsolor” (9 prepare you & 


“or your bransition, Hat counselor will be a supor-mutant 
who will fake you fo Ho vafs. You must affonpf bo kill 
bhe mutant fo oscapd iy Haf happens, or kill Jain first. 


Cabbots Greeter for the 
Brotherhood 


Cabbot is a high-level initiate with the 
k Brotherhood of Steel. Young, enthusiastic, 
and talkative, he will be somewhat 
awestruck by the player, who's seen and 
done so much. Cabbot is the greeter who 
will meet the player the first time he 
arrives at the Brotherhood. If the player 
asks to join the group, he will convey the 
Brotherhood Councils request that the 
player perform a quest first. 


B Cebbot ie utterly devoted bo He Brotherhood, which has 
Loen his pb since he was born. Be honest with him, 


and don’ 


insult He Brotherhood. 


Vrees Master Scribe of the 
Brotherhood 


As Head Scribe, Vree is in charge of knowledge 
gathering and preservation within the 
Brotherhood. She is intelligent, kind, and patient, 
happy with her work, and more than willing to 
help the player out—especially if you can provide 
her with more of the knowledge she seeks. She can 
be an excellent source of information about the 
Brotherhood, the mutants, modern technology, or 
about the history of the war. She may also give the 
player some anti-radiation drugs, as a reward for 
service or if you ask how to approach a radiation 
source, and may offer you a newly designed laser pistol. She will also help the player 
develop computer skills, which you can use with the PIPBoy 2000. 


george 


y Be respaelful, ond aak hor about everything you can. The 
“Brotherhood is an excellent means for the playor Íp 
inprovo his or hor skills and to acgpire woapons and 
ogpipment, and vroe is He best parson fo know fo get 
ovorytbing possible, make an enomy of her or tho 
A Brotherhood, and you will have pe some tough ond 
vesburoopul poos fp our onomias lief. 


Your bost bef or gelting what you need from vroe is fo 

start out on Ho right foot the first time you moet her. A 
pigh charisma and dq good T6pu afin are your bast gprar 

ant vos! 


Rhombus: Head 
Paladin of the 
Brotherhood 


Rhombus is the head of the military arm of the 
Brotherhood, and a teacher of young knights. 
Gruff, stern, and stoic, he will tolerate no nonsense. — 
He can be a good source of information about peo- 
ple within the Brotherhood 


3 Don’t croas (his guy. Hell (braak you if you get vut of 
“line. Pull a gun on him, and he will hoy you {p a cindor 
with his pin lasor. 


General Maxsons High Elder 
of the Brotherhood 


Maxson is the leader of the Brotherhood— 
tough, old, and confident. He was born 
about twenty years after the apocalypse, 
and knows a little about the war from sto- 
ries told by his father and grandfather. He 
can give the player a book describing the 
history of the order. Last in a long line of 
generals, he would rather be outside fight- 
ing enemies than tied down by the politics 
of his office. He is busy, direct, and honest. 
He can tell the player much about the 

order and the people within it. Va 


| PNroon vasponds well te directnoss, and has no patience 

ie 74 reen who boat around the bush or waste his 
fime. By warning him Of Pe mutant Sroat. He layor can 
get He Brotherhood s hop against He ade 


The Lieutenant: The 
Master s Right=Hand Mutant 


Think of an urbane and well-educated college pro- 
fessor who has become the very essence of evil 
incarnate. He is highly intelligent, and is second-in- 
command to the Master himself. He genuinely 
believes that the super-mutants and the Unity are 
the future of the planet, and will do anything to 
see them succeed. His attitude toward the player, at 
least at first, will be amused and curious; humans, 
from his point of view, are less than insects, good 
only for the Vats, or for being crushed. He will inter- 
rogate the player to learn about the Vault, but along 
the way he can be induced to speak at length about the Master, the Unity, Morpheus 
and the Children of the Cathedral, and the FEV virus that causes the mutations. 


annae 


Ko sio players best bet is to string the Lieutenant along as 
“Swell as he can, larning all he can about {he FV virus. Y 


jou re captured by (his y, Ho gan is prolly much up. 
« Hos a fougd gpobnend, / fe can be boaton, f your 
Wóapons. 


charactor is fough onbugh and has spme docen 


Stats: 


ST: 10 PE: 08 EN: 10 CH:04 IN:08 AG:06 LK: 06 
it Points: 220 


Nicoles Spiritual Leader 
of the Followers 


Nicole is head of the Followers of the Apocalypse, a 
group of pacifists who, despite their beliefs, are 
enemies of the Children of the Cathedral. She is a 
serene and spiritual person who tends to ramble a 
bit, but who believes in her group, and in their 
plan to make the world a better place with their 
message of peace and nonviolence. 


She may hold a philosophy of nonviolence, but 
Nicole hates the Children of the Cathedral, whom 
she believes to be evil. She has seen Morpheus and 
the Nightkin, and believes the hospitals and good works are a sham—a cover for 
something dark and malevolent. 


She is also a good source of information about things in the LA area. 


bints 

choy on her good side, and offer to help scout He 
Hhedral for hor. cho and He Followers are Premen 
dously imoortont. 7 hrougt wicdle, you will get to moat 
Laura, a Follower spy at He cathedral, whe in turn will 
show you how fo voach (he Master. wicole may also offor 
you he use op her base which means accoss fo some 


valuable supplies. Como bf hor lass nonviolent Followers 
may be willing fo join vou in an assaulf ageinst He 


Mastor. 


r. _ | 
Laura: Apocalypse Spy 


When you first meet Laura—sometime after you've 
spoken with Nicole—she will speak and act like one 
of the Children of the Cathedral. She is, in fact, a 
member of the Followers of the Apocalypse and is 
working for Nicole, spying against the Children. 
While ín the quise of a believer, she is meek, sub- 
missive, and quiet; once convinced through a pass- 
word that the player was sent by Nicole, she is 
bright, sharp, sarcastic, strong, and wary. 


{ 


Inte 


#, balk to Pha ‘real’ Laure, He playar must bo sent 
ievla, and uee He password ‘Rod Rider.” wieele will 
Pen discuss He cathodyal, he Master, and his plans for 

foking vvor the world. (f askad, Laura will fake He 
or fe a socrot door within Pe cathedral. where stairs 
laad down to the Mastor's lair. 


Lasher: Second=in=Command 
of the Cathedral 


Lasher is a short-tempered, nasty individual wearing purple robes. You'll find him in 
one of the side rooms of the Cathedral. This character is important on a couple of 
counts. He may be persuaded to give you a COC badge that will let you get past the 
Nightkin guards upstairs to see Morpheus, and Morpheus can take you to the 


n= ran. 


Master. And, if you prefer to take the more direct and action-oriented route, you 
can always kill Lasher, take the badge, and use Lasher's robes as a disquise. 


P-T5 gel en Lashor s goed side and porsuide him to givo 
vou Pe badge, answor his guostions vespoolfully, without 
an affitude or challenge. Mornatively, kill hin=if ou aan 
de so without alorting {ho worshippers vutside the 
room—and take hie purple robe as well as the badge. 
That robe can get you (rough a numbor of light spol 
lan 


Morpheus: Dark Leader of 
the Children 


Outwardly, Morpheus is the supreme leader 
of the Children of the Cathedral. Though 
he adopts a pious demeanor and can sound 
a bit like an old-time country preacher, he 
does not believe that the Holy Flame, the 
Dark Lord, the Master is, in fact, God. 


Morpheus is intelligent, crafty, sly, greasy, 
and thoroughly evil, ensnared by the 
promise of power rather than by belief. He 
has a short fuse and a terrible anger, which 
make him an extremely dangerous individual. 


AA vut 4n his Jy Or insulf him, ond he may (of y er sd 


uf boforo (ong you (l oncbunter a number of bhugs who 
bring you grootinge prem Morpheus, and who then attack 
pu, Moroheus may also take you to soo the Master or 
Lill you al bocauso ho thinke you night be a soy. If you 

can kill him, a Children's badge taken from his body will 

| td open 4 locked door you will nood fo open, 


m. 


The Masters The Supreme 
Boss Behind It All 


The Master is not a nice person. 


Once a normal human, long ago, he was mutated 
by exposure to the FEV virus. Along the way since 
then, he has somehow hybridized with other 
human mutants and with computers, turning him 
into a rather strange and schizoid monster who 
speaks in multiple voices. As “the Holy Flame” and 
“Father Hope,” he rules the Children of the 
Cathedral, who figure in his plot to infect all 
humans with FEV and take over the entire world. 


| bPbiding a conversation with the Master can be a bit 

ij. nnorving since Hare are sovoral voices spoaking: You 
may be able to give him a holodist zonfaining evidence 
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Stats: 
ST: 10 PE: 10 EN: 10 CH:02 IN:10 AG: 10 LK: 07 
Hit Points: 500 


Other Characters 
Ghouls 


These are mutated humans who may or may not attack your character. In general, 
they move slowly and are not serious threats, even when hostile, but an attack by a 
number at once can cause you problems. Try not to get trapped by several inside a 
room with only one door. 


Glowing Ones 


These are ghouls that have been irradiated so badly they actually glow. You may 
find some of these living incandescent bulbs in the sewers beneath the Necropolis, 
or in cages, as light sources, in Set's palace. If they get too close to you, you can take 
hits from radiation. 


Super-Mutants 


Big, stupid, and ugly. That pretty much sums up these monsters, once normal 

humans who were converted into their present form by being immersed in the 
Master's FEV vats. He is creating an army of these creatures to help him take over 
the world. 


Nightkin 
These are super-mutants wearing Stealth Boy units, high-tech stealth devices that 
makes them hard to see and hard to hit in combat. The Master employs a number of 


these as guards in the Cathedral and in his vault below ground. Give them a wide 
berth if you can. They're deadly! 
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Á moderate contamination hazard. You could 
learn things looking here that you'd really 
rather not knowe 


There's a lot of neat and useful stuff out there in the Fallout world just waiting for 
you to come along and pick it up. Well, okay. Usually it's not quite that simple! This 
chapter lists all of the major items you might find, however, and gives you a few 

kh details about them—including their weight (in pounds) and their cost (in bottle 
caps). There are six basic types of available weapons and equipment in Fallout: 
Weapons, Ammo, Armor, Containers, Drugs, and Miscellaneous. 


Good hunting! 


Weapons 
In Fallout, a weapon is anything that can be used to hurt people. Listed for each 
weapon here, besides weight and cost, are how many damage points it can cause, 
and—if the weapon can inflict damage at a distance—its range. Some weapons, such 
as throwing knives, can inflict damage either at close hand, or at a dista 


Firearms will work only with specific calibers of ammunition; a 10mm pistol CANNOT 
fire 9mm ball, or 233 FMJ. The “Maximum Ammo’ listing for firearms gives the 
number of rounds it can fire before you must reload. Some weapons, such as the 
H&K SMG, can fire bursts consisting of several rounds at a time. 


A few weapons do specific types of damage, such as “laser” or “explosion” damage. 
Unless otherwise stated for a particular weapon, the damage for all attacks is “normal.” 


Energy weapons—lasers and plasma guns—as well as some powered equipment, 
require small, portable energy sources, a Small Energy Cell and a Micro Fusion Cell. 
These are listed where necessary. 


Rock: The most basic weapon possible outside of hands and feet. 
Weight: 1 
Cost: O 
Damages l=4 
Range (thrown): 15 


Brass Knuckles: These fit over your fingers in combat, protecting your hand and 
doing extra damage when you connect with a punch in a melee. 

Weight: 1 

Cost: 40 

Damage: 2=5 


Club: Essentially a police baton, a short length of hard wood that you can use in a 
swing or a thrust to concentrate and focus your power. Adds to the damage when 
you connect. 

Weight: 3 

Costs 50 

Damage: l=6 


Crowbar: A short, solid length of heavy metal, excellent for bashing in skulls. 
Weights 5 
Cost: 65 
Damage: S=l0 


Cattle Prod: A device for delivering a strong electrical shock. 
Weight: 3 
Cost: 600 
Damage: 8-14 
Damage type: Electrical 
Power requirements: Small Energy Cell 


Sledge Hammer: A large, two-handed hammer. While it is not usually thought of 
as a weapon, a strong character can wield one of these like a club, vastly increasing 
the damage he causes to his opponent when he hits. 

Weight: le 

Costs 120 

Damage: 4-9 

Range: @ 


Super Sledge: A high-tech sledgehammer manufactured of high-strength, uitra- 
light, ultra-dense materials. Overall, it's a bit heavier than a regular sledge but does 
about three times as much damage when it hits. 
Weight: 12 he ve vi 
Tl Cost: 5750 nn rend 
5 18-36 — 


Knife: Your basic, garden-variety combat knife. It's no good for throwing, but it will 
increase the damage you cause in a melee attack. 


Weight: 1 
Costs 40 
Damage: 1=6 


Throwing Knife: A knife, balanced specifically for throwing at a target. 


Weight: 1 

Costs 100 

Damages F=6 

Range (thrust): 1 
Range (thrown): 16 


Ripper: A vibroblade knife. Think of it as a knife-sized chainsaw. 


Weight: 2 

Cost: 900 

Damage: 155 

Power requirement; Small Energy Cell. 


Spear: You'll first encounter spears in the capable hands of nomad raiders like the 
Khans. They can be thrown or used in hand-to-hand combat. 

Weight: 4 

Cost: 80 

Damage: S=l0 

Range (thrust): 2 

Range (thrown): 8 


Red Ryder BB Gun: An air rifle firing tiny metal pellets. 


Weights 5 

Cost: 200 

Damages l=5 

Ammo: BBs 

Maximum ammos 100 


Colt 6520 10mm Pistol: The basic pistol in the Fallout world. It can fire either 
armor piercing (AP) or hollow point (JHP) ammo. As with all hand guns, you have to 
get close to have a chance of hitting the target. 

Weight: 5 

Cost: 250 

Damage: 5-2 

Range: 25 

Ammo: lOmm 
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Maximum Ammo: 12 rounds annen Ur 
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Desert Eagle .44: A 20th-century weapon firing a 44 caliber round. A good 
weapon with a bit more punch than the standard 10mm hand guns, but it requires 
more frequent reloads in a firefight. 


Weight: 4 

Cost: 800 
Damage: lO=16 
Ammo: «44 magnum 
Maximum ammo: 8 
Range: 25 


14mm Pistol: A SIG Sauer 14mm autopistol. A large, single-shot weapon with 
exceptionally heavy stopping power. 


Weight: 4 

Costs 1100 
Damages 12-22 
Ammo: 14mm 
Maximum ammo: 6 
Range: 24 


9mm Mauser: An ancient C-96 Mauser handgun in excellent condition. 


Weight: 5 

Cost: 1500 
Damage: 5=10 - 
Ammo: 9mm 
Maximum ammo: 7 
Range: 22 


H&K MP9 Submachine Gun: If you have a chance to grab one of these babies, 
take it! On single-shot, it has similar range, accuracy, and stopping power to the 
10mm pistol. On full-auto, it sprays 10mm slugs, vastly improving your chance of hit- 
ting the target and of doing significant damage with that one attack. Its biggest dis- 
advantage is the way it eats up ammunition. 


Weights 5 

Cost: 1000 

Damages S=l2 (for each round that hits from a burst of 
10 rounds.) 

Range: 25 (burst fire: 20) 

Ammo: lOmm 

Maximum ammos 50 rounds 


Colt Rangemaster/223 Rifle: The basic hunting semiautomatic rifle in the Fallout 
World. Fires „223 FMJ ammo, with fair range and accuracy. 


Weights 9 

Cost: 1000 

Damage: 8-20 

Ranges 40 

Ammos „225 

Maximum ammos 10 rounds 


Shotgun: A Winchester Widowmaker double-barreled 12-gauge shotgun. Fires steel 
pellets that causes massive damage at close range. 


Weight: 5 

Cost: 800 

Damages le=d2 

Range: 14 

Ammo;3 Ìè=gauge shells 
Maximum ammoz è 


Sniper Rifle: A DKS-501 military-style Sniper Rifle. An accurate weapon at long 
range. 


Weight: 8 

Costs 2200 
Damage: 12-54 
Ammos „225 FMJ 
Maximum Ammos 6 
Ranges 50 


Assault Rifle: An AK-112 Assault Rifle. An old military model capable of single-shot 
or burst fire. 


Weight: 7 

Costs 1500 

Damage: 8-16 (for each round that hits in a burst of 8) 
Ammos Smm 

Maximum ammo3 24 

Range: 45 

Range (Burst): 358 
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Minigun: A Rockwell CZ53 Personal Minigun. A large, man-portable automatic 
weapon with rotating barrels that shoots 5mm rounds with an extremely high rate 
of fire. A deadly and highly effective weapon. 


Weight: 28 

Cost: 3800 

Damage: 7-lìl (for each round that hits in a burst of 40) 
Ammo: S5mm 

Maximum ammos 120 

Range: 355 


Molotov Cocktail: A homemade grenade consisting of a bottle filled with flamma- 
ble liquid, with an ignitable wick. 


Weight: Ì 

Cost: 50 

Damage: 8-20 

Damage Type: Explosion 
Range: le 


Fragmentation Grenade: In the world of Fallout, grenades affect a relatively small 
area, with a blast radius of only about 1.5 meters… essentially the target hex and all 
adjacent hexes. Though not much use at clearing a room, they can be used at quite 
short range, a distinct advantage in a firefight. 


Weight: Ì 

Costs 150 

Damage: 20=55 

Damage Type: Explosion 
Range: 15 


Plasma Grenade: A magnetically-sealed plasma container that, on detonation, 
releases a burst of high-energy plasma. 


Weights 1 

Cost: 3500 

Damages 40=90 
Damage type: Plasma 
Range: 15 


Pulse Grenade: A hand grenade producing an intense EMP (electromagnetic pulse) 
on detonation. Especially good for savaging unshielded electrical equipment. 


Weights Ì 

Cost: 250 
Damage: 100-150 
Damage type: EMP 
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Flamer: A Flambe Model 450. Projects a burst of fire at the target. 
Weight: 18 
Costs 2000 
Damage: 45=90 
Damage types Fire 


Range: 5 
Ammos Flamethrower fuel 


Rocket Launcher: A Rockwell BigBazooka rocket launcher. 
Weight: 15 
Cost: 2300 
Damages 55-100 
Damage type: Explosion 
Ammos Rocket 


Maximum ammos 1 
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Laser Pistol: A Wattz 1000 laser pistol. A hand weapon firing a beam of coherent 
light. 


ie. 


Weights 4 

Cost: 1400 

Damage: 1022 

Damage type:- laser 
Ammo: Small Energy Cell 
Maximum ammos Jè 

Range: 35 


Plasma Pistol: Glock 86 Plasma Pistol. A hand weapon firing a bolt of high-energy 
plasma. | 


Weight: 4 

Cost: 2750 

Damage: 15=35 

Damage Type: Plasma 
Ammo: Small Energy Cell 
Maximum ammo: 16 

Ranges 20 


Laser Rifle: A Wattz 2000 Laser Rifle. Fires a beam of coherent light. 


Range: 40 
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Weight: 5 

Cost: 5000 

Damages 25-50 

Damage Type: laser 

Ammo: Miero Fusion Cell 
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Plasma Rifle: A Winchester Model PG4 Plasma Rifle. An industrial model that fires a 


bolt of high-energy plasma. 


Weight: 12 

Cost: 4000 

Damage: 50-65 

Damage type: Plasma 
Ammo: Micro Fusion Cell 
Maximum ammos 10 

Range: 25 


Gatling Laser: An H&K L30 Gatling Laser. A high-powered energy weapon with 
rotating barrels, firing high-speed pulses of coherent light. 


Weight: 24 

Cost: 7500 

Damage: 20=40 (for each round that hits in a burst of 6) 
Damage type: laser 

Ammo: Micro Fusion Cell 

Maximum ammo3 30 

Ranges 40 


Alien Blaster: A strange hand weapon of obviously extraterrestrial manufacture. 


Weight: 2 

Cost: 10000 

Damage; 50=90 

Damage Types Electrical 
Ammo: Small Energy Cell 
Maximum ammo: 30 

Range: LO 


Ammo 


Rifles, pistols, and submachine guns all need ammunition. As in the real world, there 
are several varieties. 


BBs: A package of BBs left over from before the war, used in both the Red Ryder BB 
rifle and the Red Ryder LE model. 


Caliber; BB 
Quantitys 20 
Weight: 2 

Cost: 20 


223 Full Metal Jacket (FMJ): This is the same ammo used in the late 20th century 
by various military rifles, including the M-16. A good, basic, hard-hitting round. 


Caliber: „225 
Quantitys 50 
Weights 2 
Costs 200 


10mm Armor Piercing (AP): A pistol round also used in submachine guns. It has 
good penetration but does not do as much damage as a JHP round to the target 
when it hits. 


Caliber: 10mm 
Quantity: 24 
Weight: 1 
Cost: 100 


10mm Jacketed Hollow Point (JHP): Another pistol/SMG round. The hollow point 
causes it to expand when it hits a target, causing more damage than an AP round. If 
the target is wearing armor, however, it has poor penetration. Most of the force is 
spent before it gets through to the target. 


Caliber: 10mm 
Quantity: 24 
Weight: 1 
Cost: 75 


44 Magnum Jacketed Hollow Point (JHP): High-powered ammo for the .44 
Desert Eagle. 


Caliber: 44 
Quantity: 20 
Weight: 1 
Cost: 50 


44 Magnum Full Metal Jacket (FMJ): High-powered ammo for the .44 Desert 
Eagle. 

Calibers «44 

Quantity: 20 

Weight: 1 

Costs 50 


14mm Armor Piercing (AP): Armor-piercing rounds for the 14mm SIG-Sauer pistol. 


Calibers 14mm 
Quantity: 350 
Weight: 1 
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5mm Jacketed Hollow Point (JHP): A brick of small, lightweight ammo for the 
Rockwell Minigun or the AK-112 assault rifle. 


Caliber: S5Smm 
Quantity: 50 
Weight: 1 
Costs 100 


5mm Armor Piercing (AP): A brick of small-caliber ammo for the minigun or AK- 
112 assault rifle. 


Caliber: Smm 
Quantity: 50 
Weight: 1 
Cost: 120 


9x19mm Parabellum Ball Ammunition: A container of rounds used in ancient 
9mm pistols and submachine guns. 


Caliber: O9mm 
Quantity: 20 
Weight: 2 
Cost: 100 


12-Gauge Shotgun Shells: Shells containing a number of steel balls, fired from a 
shotgun. 


Caliber: l2=gauge 
Quantity: 20 
Weight: 1 

Cost: 225 


Rocket: Self-propelled projectile with high-explosive warhead, fired by the Rockwell 
BigBazooka rocket launcher. 


Quantity: 1 
Weight: 5 
Cost: 200 


Rocket AP: A rocket with a smaller explosive warhead but employing a shaped 
charge for better penetration of armored targets. 


Quantity: 1 
Weight: 5 
Costs 400 


Flamethrower Fuel: A canister containing a highly flammable chemical under pres- 
sure, for use with the Flambe flamethrower. 


Quantity: 5 
Weight: 10 
Cost: 250 


Small Energy Cell: A small, self-contained energy storage unit for use in energy 
weapons. 


Caliber: Small Energy Cell 
Quantity: 40 

Weight: 3 

Costs 400 


Micro Fusion Cell: A medium-sized energy production unit, for use in energy 
weapons. 


Calibers Micro Fusion Cell 
Quantity: 50 

Weight: 5 

Costs 1000 


Armor 


Armor offers relatively lightweight protection against gunfire, shrapnel, and knife 
thrusts. There are several varieties. In addition to weight and cost, the armor value— 
or AC—for each type of armor is listed. 


Leather Jacket: A heavy, black leather jacket. It provides only minimal protection in 
a firefight but looks cool. 
Weight: 5 
Cost: 300 
AC: 85 


Robes: A set of the purple robes worn by the Children of the Cathedral. 


Weights 10 
Cost: 90 
ACs 5 


Leather Armor: Provides moderate protection, especially in melee combat. 


Weight: 8 
Cost: 800 
AC: 15 


Metal Armor: Favored by police and military units. Provides good protection in a 
firefight. 

Weight: 355 

Costs 1100 

AC: 10 


Combat Armor: High-tech armor made out of advanced synthetic materials. 


Weights 20 
Costs 6500 
AC: 20 


Powered Armor: A self-contained suit of high-technology military armor. 
Encountered with some military units, and high-tech organizations such as the 
Brotherhood of Steel. 


Weight: 85 
Costs 12500 
AC: 25 


Containers 


A container is anything you can use to carry or store other stuff in. The larger, less 
portable containers like ice chests and foot lockers cannot be bought sold, or 
bartered, and have no weight or cost listed for them. 


Keep in mind that you may encounter other types of containers in Fallout, such as 
boxes and crates, which might hold something of value. Even dead bodies or piles of 
old bones might be considered containers of a sort, if they hold some artifact or 
weapon of value. Search them whenever you find them! 


Bag: A simple bag made from Brahmin hide, for storing up to 20 pounds of ammo 
or other loose items. 

Weight: 3 

Cost: 25 
Backpack: Your basic backpack, good for hauling up to 40 pounds of gear. It will 
not hold large items like full armor, but it is invaluable for carrying small articles, 
like magazines of ammunition. 

Weight: 5 

Cost: 100 


Briefcase: A leather attaché case that can hold 10 pounds of gear. 


Weight: 5 
Cost: 35 


Ice Chest: An old-fashioned container originally used to keep beverages cold. In the 
world of Fallout, these frequently hold various useful items, from weapons and 
ammo to hand grenades or power cells. Check inside every time you get the chance! 


Fridge: An old refrigerator. These are frequently used as storage lockers for any- 
thing from weapons and ammo to bottled drinks and high explosives. Be sure to 
look inside whenever you find one! 


Bookcase: A wooden bookcase, frequently found inside rooms, inhabited or other- 
wise. Reading material is in somewhat short supply in the world of Fallout, and peo- 
ple frequently store things of value here… such as weapons and ammo. Check them 
out when you find them! 


Desk: A wooden desk, which may be a hiding place for ammo or weapons, or a 
repository for useful records, letters, or other items of interest. 


Dresser: A wooden dresser, which may be a hiding place for weapons or other 
items. 


Footlocker: A metal chest for holding clothing, weapons, or equipment. Popular 
with military types, and found in their barracks. 


Storage Locker: An upright metal container for holding clothing, weapons, or 
other gear. 


Drugs 
Several drugs are available to help you survive the world of Fallout. Some of them 
may be addictive, however, so be warned! 


Stimpak: The stimpak is an autoinjector loaded with a variety of healing medica- 
tions and stimulants. Injecting yourself or another character will increase your natur- 
al healing ability and give you an immediate Hit Point boost. 


Weight: 1 
Costs 100 


Super Stimpak: Same as the basic stimpak, but with more and stronger drugs. It 
boosts your character’s Hit Points immediately. Too much is bad for you, however. 
Each injection causes a Hit Point loss after a short period of time, reflecting damage 
to the character’s tissues and to his or her system. 


Weight: 1 
Cost: 225 


Antidote: This is a bottle of home-brewed antidote to rad scorpion poison, manu- 
factured by Dr. Razlo after you bring him the tail and poison sac of a scorpion. It is 
not addictive. 

Weights 1 

Costs 50 


RadAway: Used after you have taken radiation damage, this drug will remove some 
of the contamination from your system. It takes time for the effects to work. There 
is a chance of developing an addiction to this drug. 


Weights 1 
Cost: 500 


Rad-X: A radiation prophylactic. Use this drug before you enter a radioactive area, 
and the total amount of radiation you receive will be reduced. Rad-X increases your 
body's natural Radiation Resistance. 


Weights 1 
Cost: 500 


Mentats: An autoinjector filled with a drug that temporarily boosts your 
Intelligence, Perception, and Charisma—with a later temporary loss of those same 
stats. There is a chance of addiction to mentats each time you use it. 


Weights 1 
Cost: 280 


Buffout: Highly advanced steroids. These drugs will temporarily improve your 
strength, endurance, and agility, at a cost of a later temporary loss in these stats. 
There is also a 25% chance of addiction. 


Weight: 1 
Cost: 200 


Psycho: A drug that temporarily enhances your Agility and Damage Resistance at 
the cost of your Intelligence. There is a 20% chance of developing an addiction to 
Psycho each time you use it. 

Weight: 1 

Cost: 400 


Miscellaneous 


This category includes equipment and supplies that don't neatly fit the above 
groups. Some of the items are useful more as sources of income or material for 
barter than anything else. Others are vital to winning the game. 


Bottle Caps: Bottle caps are the favored currency of the world of Fallout. Many 
characters carry bags of caps, which they use as a handy medium of exchange. One 
cap = $1. 

Weight: O 

Cost: 1 
Water Flask: A bottle for carrying water. Prevents suffering from lack of water in 
the desert. 

Weight: 2 

Costs 25 


Rope: A strong, thick rope made of braided Brahmin hair. Useful for scrambling 
down otherwise impassable drops. 


Size: 1 
Cost: 25 


Doctor's Bag: The traditional little black bag of all doctors, containing various med- 
ical supplies. Using the bag automatically uses the character’s Doctor Skill, but with a 
higher chance of success. The bag will eventually run out of supplies, rendering it 
useless. 

Weight: 5 

Cost: 500 
Dynamite: A high explosive. Set the dynamite where desired, using Traps Skill to 
place it correctly. A timer will appear, allowing you to set a time delay before the 
detonation. 

Weight: 5 

Gost: 500 


Plastic Explosives: A military grade of high explosives, used like dynamite. 


Weight: 4 
Cost: 850 


First Aid Kit: Like a doctor's bag, but smaller. Using the kit automatically uses the 
character’s First Aid Skill with a higher chance of success. After several uses, the sup- 
plies inside are used up, and the kit is worthless. 


Weights 2 
Cost: 200 


Scorpion Tail: The severed tail of a giant rad scorpion, used to manufacture an 
antidote to those creatures’ poison. 


Weight: 20 
Cost: 10 


Flare: Used at night or in darkness to extend visibility. It can also be used as a 
weapon, though not a very effective one. 

Weight: 1 

Cost: 35 


Damages 1 
Range (thrown): 15 


Fruit: A strange-looking piece of fruit. It may have some strange effects on you. 


Weight: 1 
Cost: 10 


Iguana Bits: A small piece of roasted meat. 


Weight: 1 
Cost: 8 


Iguana-on-a-Stick: A piece of iguana roasted in its own skin. 


Weight: 1 
Cost: 20 


Nuka-Cola: A refreshing, flavored carbonated beverage in a bottle. 


Weight: 1 
Cost: 3 


Beer: A bottle of home-brewed beer. 


Weight: 1 
Cost: 5 


Booze: A bottle of hard liquor from the pre-war years. Any year before 2040 is a 
good year. It may temporarily affect your perception and awareness. 

Weight: 2 

Costs 10 


Geiger Counter: Used to detect radiation. Moving the counter to one of your 
Active Item slots will provide advance warning if you are about to enter a hot area. 
It can also be used to determine your personal radiation count. 

Weight: 4 | 

Cost: 650 


Stealth Boy: A RobCo Stealth Boy 3001, a personal stealth device that improves 
your chances of moving about unseen. 

Weight: 3 

Cost: 1800 
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Psychic Nullifier: A strange device, possibly the product of an alien technology. It 
blocks telepathic or psychic commands. 


Weight: 35 
Cost: 1000 


Water Chip: The object of your initial quest, a computer control chip for a vault 
water purification system. 


Weight: 2 
Cost: 1 
Dog tags: A set of military dog tags, inscribed with the name “Darkwater.” 


Weights O 
Cost: 50 


Bug: A miniaturized microphone and transmitter, used for picking up conversations 
from a remote location. 

Weight: 2 

Gost: 50 


Tape Recorder: A small device for recording conversations for later playback. 


Weight: 4 
Cost: 40 


Red COC Badge: A small metal badge used to identify members of the Children of 
the Cathedral. It can be used to open certain doors, and may help keep you out of 
trouble. 

Weight: 1 

Cost: 12 
Black COC Badge: A small metal badge used to identify members of the Children 


of the Cathedral. It can be used to open certain doors, and may help keep you out 
of trouble. 


in Weight: 1 
. Costs 400 


Motion Sensor: A Wattz Electronics C-U motion sensor, a device for detecting 
motion at a distance. Used in connection with your PIPBoy 2000 Automap to display 
living creatures in the area. Place the sensor in an Active Item slot, then open the 
Automap. 


Weight: 7 
Costs 800 


Radio: A model 2043B Radio Communicator, used for long-range communications. 
May also be tied into certain computer systems to allow you to work electronic 
equipment at a distance. 

Weight: 6 

Cost: 550 


Big Book of Science: A set of books containing information on matters of scientific 
interest. It can be used to boost your Science Skill level. 
Weignt: 5 
Costs 400 


Dean's Electronics: A study book on the general field of electronics. It can improve 
your chances of repairing electronic devices. 


Weight: 2 
Cost: 150 


First Aid Book: A manual containing study information on first aid. It can improve 
your First Aid Skill. 
Weight: 2 
Cost: 175 


The Scout Handbook: A manual on scouting, with information on wilderness sur- 

vival. May be used to improve your Outdoorsman Skill. 
Weight: 3 
Cost: 200 


Guns and Bullets: A popular magazine devoted to weapons and ammunition. 
Improves your small arms skill. 


Weight: 2 
Cost: 425 
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Flower: A lovely flower. You may get one from the Children of the Cathedral. Now, 
would you care to make a donation? 


Weight: 1 
Cost: 5 


Fuzzy Painting: A very old velvet painting of an unknown 20th century musician. It 
may have value for people interested in collecting images of royalty. 


Weight: 12 
Costs 500 


Key: A metal key to a particular lock. May be found as a number of keys on a ring. 


Weight: O 
Cost: 4 


Special Key: A key to a particular lock. 


Weight: O 
Cost: 25 


Pass Key: An electronic security pass key, color-coded red or blue. 
Weight: 1 
Cost: 10 

Yellow Pass Key: A yellow electronic security pass key. 


Weight: 1 
Cost: 40 


Junk: A pile of metal junk parts. Lots of small pieces, nuts, bolts, and wire. Some of 
the stuff may have some salvage value. 


Weight: 12 
Cost: 40 


Gold Locket: A valuable piece of jewelry. 


Weight: 1 
Cost: 400 


Necklace: An expensive silver necklace. 


Weight: 2 
Costs 700 


Lockpicks: Using lockpicks automatically applies your lockpick skill, but with a high- 
er chance of success. Used to open locked doors. 


Weight: 1 
Cost: 150 


Electronic Lockpick: Used on electronic locks to improve your chance of opening 
them. 
Weight: 2 
Cost: 375 


Electric Motor: A 40-horsepower electric motor. 


Weight: 14 
Cost: 210 


Lighter: A silver butane lighter, in good condition. 


Weights O 
Cost: 100 


Holodisk: Information storage devices. Use them with your PIPBoy 2000 to read the 
data stored on them. There are several disks in different locations. Some are merely 
useful, others may be vital to the successful completion of your quest. They include 
the following: 


Maxson’s History, Maxson's Journal, Brotherhood History, Security Disk, 

Alpha Experiment Disk, Delta Experiment Disk: Various disks containing useful 

information. 
Weight: 1 
Cost: 50 
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Brotherhood of Steel Disk: A holodisk containing important information about 
the Brotherhood of Steel. 


Weight: 1 
Gosts 70 


FEV Disk: An extremely important holodisk with information about the FEV virus 
and mutations. 


Weight: 1 
Cost: 200 
Mutant Transmissions: A disk containing information about the super-mutants. 
Weight: 1 
Costs 125 


Vree's Experiment Disk: An important disk with information about mutant repro- 
duction. 

Weight: 1 

Cost: 75 


There's more—lots more—though this list covers most of the important stuff you're likely to find. 
Keep your eyes peeled though. How would you like a power glove for smashing your enemies flat 
with one blow? Or a military combat knife that does 3-12 points of damage instead of 1-6? Or a box 
… Or advanced Tesla Armor that deflects the bolts of energy weapons? Or even a Red 
Ryder LE BB gun, which fires ordinary BBs at such high velocity that each does 25 points of damage? 


Fallout can become a real scavenger hut—with the fun in the discovery. Good hunting! 
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Hallo, my brother, May 1 be of sarvice this glorious day? 


Ara you Laura? 
Can |l ask you a few quastions about the Ghildren? 


Yaah, you can get me a doughnut. 


Who are Your 


chapter 6 


A moderate contamination hazard. You could learn 
things looking here that you'd really rather not knowe 


This chapter is intended to provide hints, tips, and clues to the Fallout adventurer 
and is designed to provide only moderate assistance without giving everything away. 
It is divided into sections based on the various locations encountered during the 
game, and again according to the particular characters and encounters you are likely 
to meet. Beneath each section heading are a series of clues, arranged top to bottom, 
from vague to specific. Look up the location or the encounter you are having trou- 
ble with and read the first hint or two. If that's not enough, read further down the 
list. You might want to use a 3x5 index card to cover up the more specific clues if 
you would rather not learn too much. 


lf, after consulting this chapter, you still can't figure out what's going on, you might 
want to have a look at Chapter 7: Exploring the Wastes on Only 200 Bottle 
Caps a Day for more specific hints, or Chapter 8: Danger! Radioactive! where 
we come right out and tell you what you need to know. 


Note that we do not cover all possible sub-adventures and encounters in this section. 
We have included those that are most important, however, or those that t arg SSI, 
_to a the player into trouble. B is 


One word of warning. There are as many different ways to play Fallout as there are Fallout 
players. In assembling the hints and tips below, we've made some assumptions—such as that 
you, the player, are relying more on your wits and communication skills than on gunplay, 
that you want to save your home vault… and that you're fighting on the side of Right and 
Justice against the dark forces of Evil that threaten the post-Apocalyptic world. If you decide 
to blast your way through Fallout as a berserker child-murderer, join the Khan raiders, help 
Gizmo assassinate Killian, and ultimately decide that becoming a mutant and joining the 
Unity are really pretty cool career choices, then you're on your own! 


Vault 15 


€) So. just why are you here, anyway? 
€ The Overseer gave you a suggested direction to search in. 


€ Your Vault's water purifier system needs a controller chip to operate. Where 
might you expect to find one of those? 


€ Later on, if you're having trouble with your quest, you might want to come 
back here and have another chat with the Overseer. 


Vault 15 


€ When you first arrive at your destination, this stretch of desert looks pretty 
much like all the rest, doesn't it? 


€ There is one difference, though. 

€ What's in that shed? 

€ Nothing in the shed but a sewer or tunnel access, leading down… 
€ Try using the hand icon on the tunnel. 


€ Watch your step inside the vault. It's infested with some pretty nasty mutant 
critters. 


@® There's probably not much here to find. What next? 


shady Sands 


€) Shady Sands is a nice, quiet town. Not much to do here, it seems. 

© Or is there? They do have their problems. 

€ What are their worst problems? Is there anything you can do to help? 

€$ Talk to Seth, Aradesh, or Tandi to learn about Shady Sands and its troubles. 
® Where do they get their water? 

® Check the garden to find their water source. 

€ Try checking out the east side of town to learn about their water supply. 


© Shady Sands is not likely to be able to help you with the water purifier chip. 
Wells don't need those things. 


© Although you don't have to go, a visit to the Rad Scorpion caves will give you 
valuable combat experience. Check ‘em out. 


@® Talk to Seth and see what he has to barter for. 


€ Talk to Aradesh. Two days after helping Shady Sands with their Rad Scorpion 
problem, come back and talk to Aradesh again. You will find yourself with the 
opportunity of becoming involved in an interesting—and dangerous—subplot 
adventure. 


® The Tandi subplot will take you to the Desert Raider camp of the Khans. Check 
the Desert Raider hints section if you need help surviving that subplot. 


® You will need a rope later in the adventure. 


® Seth will give you some rope in exchange for a knife and a flare. 


The Rad Scorpion Cave 


®& To get to the Rad Scorpion caves, you will need to talk to Seth, on quard at the 
front gate. 


€ Not a lot of finesse is possible here. Get as close as you can and let the critters 
have it, one at a time. Try to maneuver so that they use up Action Points trying 
to get at you. 


€9 Razlo, back in Shady Sands, is supposed to be working on an antidote for Rad 
Scorpion poison. What might he need to perfect an antidote? 


€} What happens if you use the hand icon on a dead scorpion? Is there anything 
of value you can retrieve? 


® Try taking the scorpions’ tails and moving them to your inventory. 


€9 Kill all of the Rad Scorpions in the cave to eliminate the menace to Shady 
Sands. This will add 500 Experience Points to your total, along with the points 
you win for each individual scorpion you kill. 


€ Being able to shoot twice in one combat round—either by having 
an Agility of 10, or by having the Fast Shot Trait and an Agility of at least 8— 
confers a tremendous advantage in combat, both against creatures like the Rad 
Scorpions, and against two-legged monsters as well. 


The Desert Raider Camp 


€9 Stealth is a useful Tag Skill for moving around inside the raider camp unseen. 
€ If you tell Garl that you are an explorer, he will order the raiders to kill you. 


€9 These people are not nice. To join the raiders, you will have to do something 
despicable. 


€ Instead of joining them, it may be possible to get them to do what you want by 
other means. 
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If a firefight breaks out, don't worry about finishing off wounded raiders who 
turn and flee. You can get them later… if there ís a later. 


If a firefight breaks out, try to get some raiders armed with spears or knives 
between you and any raiders using firearms. Sometimes—not always—a raider 
will shoot one of his or her comrades by mistake. When this happens, the 
raiders may start fighting among themselves, and this will afford you an oppor- 
tunity to slip away. 


© To destroy the raider camp‚ you must kill 75% of the raiders to drive the rest 
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off, If you kill Garl first, you will only need to kill 50% of the raiders to elimi- 
nate them. 


If you get the opportunity, check around for loot and weapons you can pick 
up… assuming you're not fighting for your life against Garl's raiders. 


® There are weapons and ammo in a refrigerator in Garl's room. Leather jackets, 


® 
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armor, and various weapons can be taken from dead raiders. 


If you are here to rescue Tandi, try intimidating Garl, challenging him in one-to- 
one combat, or offering him money. 


It will take $600, not including Barter Skill and adjustments, to get Garl to 
release Tandi. 


If you try sneaking into the cell area to rescue Tandi, you will find her in the 
southern most of the two cells. You will need to use your lockpick skill to get 
her out. 


Junktown 


€$ Be careful not to walk into town with a drawn weapon. Killian's guards won't 
like it. 


> If a guard challenges you over a drawn weapon, put it back into Inventory 
immediately. 


Killian 


€ Who seems to represent the forces of law and order around here? 


€ What is your gut feeling about Killian, about what kind of man he is, after you 
talk with him? 


€ If Killian is attacked while you're in his store, help him out. 
Sinthia 


© If Sinthia is attacked while you're in the Crash House, is there anything you 
can do? 


€ The raider who is holding Sinthia hostage seems confused… but he is also dan- 
fi gerous. If you attack him or even threaten him, he may attack Sinthia. 


€ You will get more Experience Points for this confrontation if you can get the 
raider to leave without killing him, and without endangering Sinthia. 


€ Try to talk the raider down. Do not get too intense. If you tell him his life is in 
danger, he will think you are threatening him and kill Sinthia. Don't directly 
refuse him, don't threaten him, and don't tell him what you really think of him. 


€ If the raider demands money, you must have at least $100 to offer him. If you 
do not, he will think you are lying and kill Sinthia. If you do not have the 
money, tell him he can just walk away. and hope your speech skill is high 
enough that he trusts you. Otherwise, tell him he has to trust you, and hope 
that he does. 


| 5 If you tell him he can leave peacefully after he demands money, he will up his 
» demand to $200. If you don't have it, he will think you lied and try to kill mm: 
If you have it and give it to him, he will leave peacefully. 


| © You have four choices. You can kill the raider, but if you do so Sinthia will hate 
| you. You can knock him out; Sinthia won't like it, but Killian’s guards will 
appreciate the help. You can offer him money and the raider will leave peace- 
fully. Or you can talk him into trusting you and leaving without hurting the 


woman. 


The Skulz 


€ These guys can be a bit touchy. Don't set them off. 


Gizmo K 
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€ Do any of these people seem approachable? 


© Sherry might offer you a way to get at the Skulz. 


€$ Talk to Sherry and show her you're interested in her as a person. 


® Ask Sherry what she plans to do with the rest of her life. If your speech skills 
are good enough, she will begin thinking about it. Two days later, she will 
leave the gang. 


© After Sherry has left the gang, you can try to convince her to turn against the 
Skulz. Tell her they have been hurting people, and she will help you. 
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to you by Killian, then get Gizmo to talk about killing him. | 
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© Offer to do the job the Gizmo's assassin bungled. 
€ Be sure to plant the bug or use the wire before Gizmo spills the beans. 


€9 To use the bug, have it in your Active Items Inventory. Click to bring it up on 
your Interface Bar, click to bring up a yellow target cursor, and click that on 
Gizmo's desk. To use the tape recorder, bring it up on the Interface Bar and 
click on use. 


€ With either (or both) the tape recorder running or the bug planted, talk to 
Gizmo. Offer to kill Killian, and draw Gizmo out until he agrees. Ask why he 
wants Killian dead. He will want proof that Killian is dead and demand that 
you bring him Killian’s dog tags. Agree to this. 


€ Back at Killian's, he will play back the confession and thank you for your help. 
You will have the opportunity to help Lars, Killian's assistant, attack Gizmo. 


Find Lars near the guard house and tell him you want to help. You'll find your- 
self confronting Gizmo with Lars and of Killian. Once Gizmo is dead, try going 
back to his place to search his body and desk! 
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Doc Morbid 


€ Doc Morbid can heal you of radiation poisoning or other problems, if you have 
the money to pay him. 


€) Be sure you do have enough to pay him, or you and Morbid won't be seeing 
eye to eye. 


There's more to Doc Morbid and his clinic than at first meets the eye. 


This is an interesting subplot that could lead to your finding some good 
weapons and equipment. 


To find Doc Morbid's secret, you will have to get past his two mercenary hench- 
men, Flash and Cougar. Both are armed with shotguns. 
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You may be able to get past them with a combination of threat and bravado. 
Try telling Flash that he'll be needing the Doc's services for personal reasons. 
This requires a high Speech Skill and it's harder to get away with it if the 
player character is female. 


€ In the basement is another of Morbid's people. His name is Gretch, and he's 
armed with a submachine gun. 


€ If you're caught down there, you'll probably have to fight your way out. 


€ Do not agree to having the Doc “take something from you.” 


In General 


€ Talk to everyone you can. 


EN € A number of other subplot adventures can be had here. Talk to the other peo- 
ple in the Crash House, in the Scum Pit, and in the street. 


5 Keep an eye out for characters you might want to hire as companions. Even a 
dog might provide a useful ally in later encounters. 


€ Buy, find, or steal the best weapons you can manage. Try buying and selling 
other equipment, recovered loot, found junk, or whatever to get enough 
money to buy or barter better weapons. 


© Gretch, Doc Morbid's assistant, has a submachine gun. If you can kill him and get 
that weapon, you'll be in great shape for later encounters! 
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The Hub 


Decker 


€) Talk to everyone possible and learn everything you can. 
®& What can be responsible for the vanishing caravans? 
© Talk to Martha to hear what gossip she has to share. 


© Talk to old Harold, the mutant. He's been around for a long time, and has seen 
an awful lot. 


® Check the job postings downtown (in front of Bob's Iguana Bits) to find work. 


© If you talk to the right people, it's possible for you to arrange for water ship- 
ments to your Vault. This won't solve the Vault's water problems permanently, 
but it will delay the end while you work on finding that control chip. 


@® A large number of subplot adventures can be had in the Hub. Some will give 
you money or a chance at new weapons, some are dangerous, all will give you 
Experience Points... assuming you survive. Among the many possibilities, a few 
of the more important include: go to work for Decker; blackmail Bob; join the 
Thieves’ Guild; rescue a Brotherhood initiate; join a caravan as a guard; or kill 
the Deathclaw. 


®& Decker is a dangerous man. Be careful around him. 


© He has an office underneath The Maltese Falcon, reached by stairs behind 
the bar. 8 


© To reach Decker you must talk to Kane, his right-hand thug. 


® Decker will offer you a job. You must find a merchant and his wife in The 
Heights and kill them both. 


© You must find the house occupied by Daren Hightower and kill them. Do it 
without alerting the police patrols outside! 


®& The second job Decker will ask you to perform—after you have successfully car- 
ried out the first—is to assassinate Jain, in the building belonging to the 
Children of the Cathedral. 


® If you join a caravan as a guard, stay with it until the end of the run. If you 
abandon the caravan, you will have trouble getting the same work again later. 
You can, however, join a caravan as guard out to the Brotherhood or some 
other destination and quit the job there. 


€) If you join a caravan as a guard, be prepared for trouble. Make sure you're 
well-armed and have plenty of ammo. 


Deathclaw Cavern 


®& Talking to Butch Harris, Beth, and finally Harold will give you access to the 
Deathclaw cave. It is not necessary to face the Deathclaw, but killing it will give 
you a lot of Experience Points. 


€ Be sure you're well armed with the best weapons you can find, and have plenty 
of ammo! 


© If possible, see if you can recruit allies in the Hub first. If you hired people to 
join you earlier in the game, they will be useful here. 


© If you have acquired dynamite along the way, try sneaking up on the 
Deathclaw, setting the timer, and dropping a charge of high explosives next to 
him, then sneaking away before it detonates. This can weaken the monster 
enough to give you a better chance of killing it. 


€ Once the beast is dead, is there anything in the cave of use to you? 
€) Check the body of a super-mutant. 


€ The holodisk has useful information on it. Take it. 


The Brotherhood of Steel 


€ To reach the Brotherhood, try joining a caravan going there from The Hub. 


© To get inside the Brotherhood—short of killing the two guards and trying to 
storm the place—you will need to perform a quest. 


€ Cabbot, the greeter on guard outside, will tell you where to go and what to 
do. Your destination will be added to your list of travel possibilities on the 
World Map. 
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€9 You must travel to The Glow, far to the south, find your way in, and find an 
artifact that you will then return to the Brotherhood. 


© If you have trouble completing this task, check the hints listed under The Glow. 


€ Once you complete the quest, you will be accepted into the Brotherhood. This 
is an excellent opportunity to learn a great deal, as well as to acquire some use- 
ful weapons and equipment. 


€ If you have not already done so, you may be asked to return to the Hub and free 
a member of the Brotherhood being held in Old Town. See the hints for Rescuing 
an Initiate under the hints for The Hub in this chapter, if you need help. 


€ Vree is a good person to ask about anything having to do with technology. 

€ Maxson will be able to help you learn about the history of the Brotherhood. 

€9 When people ask you to run chores, do them. You may be rewarded. If you 
abuse their trust, however, you will suffer for it. enn a 

€ Try attending the hand-to-hand combat demonstrations in the Combat Training Es pe \ b, 


€) Talus may be able to authorize combat armor and weapons for you. 
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€ It is possible to get a suit of powered armor. Kyle will require a systolic motiva- 
tor to repair the armor. 


€ If you want the Brotherhood's help against the Master, warn them about the 
impending mutant invasion. 


€ After you return from The Glow, see Vree. If she likes you, she will give you a 
holodisk about the FEV virus. This is critical to one means of winning the game. 


€ The Brotherhood can provide you with a small army to attack either the mili- 
tary base or the Master's lair. Which shall it be? 


€ Talk to Maxson after you have scouted the military base to recruit your army. 


The Glow 


€9 As soon as you arrive on this screen, you'll take hits from the radiation. Use 
Rad-X to protect yourself, and Rad-away to eliminate the effects of the original 
contamination. 


€ To avoid hits from new radiation, stop just before you reach The Siong 
ze sme Rad-X, the proceed. ’ | 
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© You need something else to help you get down there. 
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Does the metal strut extending into the hole give you any ideas? 
Did you bring a rope from Shady Sands? | 
Use the rope on the beam, then left-click on the rope. 

Once inside, search carefully. There are some key items to winning the game here. 
When you find what the Brotherhood is looking for, you'll be notified. 
Try checking the bodies on the first level. 

There are clues to what's going on on a lower level. 


Look for large, broken flask or container. Can you find anything else there of 
interest? 


Check the computers you find. Only the ones with flashing lights are working, 
and deserving of your attention. 


You may need to go somewhere to restore power to the computers. 


Keep an eye out for color-coded passkeys and take all that you find. They con- 
trol elevators within The Glow... and you may find yourself using them on dif- 
ferent elevators at another location later on. 


You will need to repair the generators to restore power to the blue elevator. 


There are numerous weapons and special equipment available here. Grab 
everything you can. But watch out for traps! 


There are traps in the rooms with grids on the floors. There are also traps else- 
where, though, on ordinary floors. Use your traps skill to avoid them. 


Once power is restored, you'll find yourself facing sentry robots programmed to 
stop intruders. Watch yourself! 


The elevators require color-coded pass keys to get past their security defenses. 
Use the passes on the elevator doors to get in without being shocked. 
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Necropolis 
Getting to Set 


Ready.… Set. 


€) Search every body you can find for the necessary pass keys. 
€) The yellow key is on Level 1. The red key is on Level 2. The blue key is on Level 4. 


€ Look for holodisks with useful information. They may be in lockers, on bodies, 
or elsewhere. 


€ Your first encounter in the Necropolis will probably be at the Motel of Doom. 
€ You need to find a way to reach other parts of the city… 
€ … without being seen. Can you find a way to do this? 


€ How about underground? There are three manhole covers, leading to an 
underground sewer system. 


© Once you find the sewers, try heading in a generally northerly direction. Keep 
an eye out for ladders, though they'll be hard to see in the dark! 


€ Set rules the ghouls in the Necropolis... or, at least, so he thinks. 

€ To get on Set's good side, you may have to perform a little chore for him. 
€ Where is he sending you? Might this have a bearing on your mission? 

€9 Harry and the other super-mutants have to be eliminated or chased off. 
€ The Necropolis water shed gives you access to something you need. 

€ You will need to go underground again to reach the water shed. 


_& The sewer leading to the water shed map is connected to the sewer that 
brought you here from the motel. 


® Go back to the sewers, and look for a passageway leading north. It will eventu- | ’ hie | 
ally bring you to a short, new section of underground passageway, and a lad- 
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der leading up into a building on the water shed map. 
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The Water Shed 


€ You are looking for the place where water is purified and distributed for the 
Necropolis. 


€ The building you are looking for is to the north. 


® Look for the long building in the northeast corner of the map. The entrance is 
in the northernmost part of the building. 


© Be sure you're well-armed. 
® You will find Harry here… wielding a big, mean-looking gun. 


€) If you have a decent weapon by this time, like an SMG, you might be able to 
get the drop on Harry. If your character is female, use your feminine wiles, and 
tell him you want to give him “a little smack.” This will give you an initial 
advantage over the poor guy. 


© If you've already defeated the Master at this point, Harry and his friends may 
be so afraid of you that they will run away. 


€ You may be able to talk your way past Harry. Try telling him you are not a nor- 
mal, and when he wonders what you are, tell him you're a ghoul. This will con- 
fuse him long enough to let you slip past. You have thirty seconds to leave 
before he decides to attack. 


© If you find yourself in a firefight with Harry, remember several key points: he 
has three large friends nearby, one of whom is armed with a flamer, in a room 
off the passageway on the east side of the room, and they will come when a 
firefight begins; if you can get his friends between Harry and you, they will 
ä provide cover and may be hit by Harry's laser rifle fire, Your best hope here is 
superior firepower. | 


© Don't even try getting into a firefight with these guys with anything less than 
an SMG.… and even that's a real long shot! 


® superior firepower is going to be hard to come by. Harry has a laser rifle, and 
one of his friends has a flamer. Try using grenades you picked up in the Hub to 
whittle Harry down a bit before you start shooting it out. 


® stay clear of the guy with the flamer! The weapon is short-ranged, but deadly! 


The Water Chip 


€ Try getting them to follow you outside and through the alleys behind the small, 
square building south of the watershed. You might be able to cut them down 
by sniping and throwing grenades. 


€® You might also try eliminating the two super-mutant guards outside the water- 
shed first. One is in the street, the other in the small, square building. Then 
you'll only have four to face once you meet Harry... not six! 


€& Be sure to get those weapons! A laser rifle and a flamer are among the best 
firearms you can pack, at least at this point in the game, and you're soon going 
to need something better than an SMG! 


€& You're getting closer to your goal. Explore the rest of the building. 


€& Once you've eliminated Harry and his friends, make your way to the far end of 
the building. 


€ Look for a hatchway going down. 


€® There is a manhole cover in the small room in the southeast corner of the build- 
ing. Go down two levels to reach the Necropolis Vault. 


€ The Necropolis Vault is to the north of the underground chamber two levels 
beneath the water shed. Find the elevator. 


€ You want Level 3, and the Command and Control Center. 
€ Find a working computer. Use the Hand Icon on it. 


€ When a message tells you you've easily removed the water chip, you have what 
you came for! 


€& Removing the water chip stops the flow of water throughout the Necropolis. 
Most of the ghouls are harmless. Do you want them all to die of thirst? 


€& The ghouls in the ghoul underground—beneath the Hall of the Dead—may 
have part of the answer. 


€ You must repair the water pumps in the water shed to restore the flow of 
water to the Necropolis. 


Now What? 
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Once you have the all-important water chip, you'd better get back to Vault 13 
as quickly as you can. Time is precious! 


After you interrupt the water supply for the ghouls, Set is no longer your 
friend. Stay clear of him! 


Back at the Vault, the Overseer may suggest another course of action. 


You have won the first part of the game, but you have also uncovered a num- 
ber of clues to bigger and darker dangers threatening your people and home. 
You will not have won the game until you have ended those threats. 


Take stock of all you have seen and learned. Consider the following questions: 


Where do the super-mutants, like the ones quarding the water shed | in the 
Necropolis, come from? What is their agenda? 


Did you hear Harry, the super-mutant, say something about taking you to “the 
Lou?” Who might that be? 


The Deathclaw was not responsible for the missing caravans. Who or what is? 


By now, you've learned of the location of other sites to the south, places like 
“The Glow” and “the Boneyard.” Your new quest will take you there. 


If you have not yet visited the Brotherhood, you should do so. You will learn more 
there, and through the adventures you will have getting them to accept you. 


Places you must yet visit include The Glow and the Brotherhood (if you haven't 
already), the Military Base, the Cathedral, and the Master's Vault. Other places 
you may visit, though it is not absolutely necessary that you do so, are the 
Followers of the Apocalypse, the Gun Runners, Adytum, and the headquarters 
of a gang called the Blades. 


€ At this point, your two primary goals—which you must achieve to win the 
game—are the destruction of the Vats beneath the Military Base, and the 
destruction of the Master in his vault. The various other locations may provide 
clues, weapons, information, allies, or characters who can help you achieve 
these goals. 


Invasion! 


€9 A clock is running. You started it when you entered the Necropolis. Thirty days 
after the super-mutants guarding the water shed are killed or driven off— 
assuming the Master is still alive—the Master's army of super-mutants will 
invade the Necropolis and kill Set and all of his ghouls. A countdown is also 
proceeding toward the Master's discovery of your home Vault, which has the 
raw materials he needs to build his mutant super-army… normal humans. 


€ Once the super-mutant invasion begins, it continues to advance north, taking 
out one location after another. Your home Vault will fall on about Day 500. 
These timeline figures can be adjusted up or down depending on other events 
that take place in the game. For example, the destruction of the Master will 
end the invasion threat; if the military base is destroyed, the mutants will 
invade each location days earlier. If you arranged to ship water to your Vault at 
the Hub, 100 days will be taken off the Vault 13 invasion date. 


€ If the super-mutants invade Vault 13, the game ends. You lose. 


The LA Boneyard 
Adytum and the Blades 


€ The Boneyard, also called “the Angels’ Boneyard,” is the far-flung rubble of a 
destroyed city… Los Angeles. There are numerous locations of interest within 
this area. 


€ Adytum is a potential safe haven. 


€ Jon Zimmerman, the leader in Adytum, will ask you to avenge his son by killing 
the leader of the Blades. 


€ The situation is not as it appears on the surface. 
€ The gang is not responsible for the murder of Zimmerman’s son. 


€ The Blades are tough. If you attack them or their leader, you will find them 
very hard to kill! 


€$ The leader of the Blades has a holodisk that proves who really killed 
Zimmerman’s son. 
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@®& The Regulators hold Adytum in the grip of a vicious dictatorship. They are 
responsible for the murder. 
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© The Blades will liberate Adytum, if they can get weapons from the Gunrunners. 


€ The Gunrunners will provide weapons, if the Deathclaw infestation in the large 
building between the Blades’ HQ and the Gunrunners’ place can be eliminated. 


@ In the basement beneath the infested building are Deathclaw eggs… and the 
Deathclaw mother. Both the eggs and the mother must be destroyed to elimi- 
nate the infestation. Don't go in there unless you've very well heeled! 


€ If you clear out the Deathclaws, kill the Deathclaw Momma, and destroy the 
eggs, the Gunrunners will give you weapons and ammo in gratitude. After 
Adytum is liberated, they will leave their old HQ, and you may find valuable 
weapons left behind there. 


The Followers of the Apocalypse 


€ The Followers are former hippies who migrated here from San Diego. They 
believe in peace. 


@® They believe in peace… but are sworn enemies of the Children of the 
Cathedral. They will fight for what they believe in. 


€ Nicole is the Followers’ leader. You will get good information from her. 


® Nicole can tell you something about the Cathedral, the Children, and a spy the 
Followers have inside. 


€ She will ask you to scout the Cathedral, and tell you how to contact the spy. 


@® If Nicole likes you, she will offer you the free use of the Followers’ base. There 
are valuable supplies available in some of those lockers. 


€) She may offer to send some of the Followers with you as a “diversion” to the 
Cathedral. If fighting breaks out, they will attack the Children and help you 
capture the place. When you leave the Cathedral, they return to Nicole. 


The Cathedral 


€) The Cathedral is an enormous building located in the heart of the LA Boneyard. 
It is the center of worship for the Children of the Cathedral. 


€ When you scout the Cathedral, you may encounter three characters of impor- 
tance: Laura, the Follower spy; Lasher, and Morpheus, the leader of the 
Children. 


Laura can show you a way to reach the Master. 
Laura will not help you unless you have first seen Nicole. 


Lasher can give you a badge that will let you see Morpheus, and Morpheus can 
take you to see the Master. 


You can win Lasher’s cooperation by dealing with him respectfully. 


If you kill Lasher, you can take the pass, and also take his robes, which may be 
useful later. 
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If you haven't guessed the fact by now, the Children are bad guys, in the servicë — 
of the Master. Morpheus is one of the Master's important henchmen and can 
take you to him. 


€9 To find Morpheus, find the stairs behind the altar and go up. Be careful, though. 
A couple of Nightkin are on guard up there. You will need the passkey from 
Lasher to get past them.… or a great deal of skill and luck. 


€9 The stairs are behind a door east of the altar. The door can be opened by Laura 
or with a red COC key from Lasher. In a room at the top of the tower, on Level 4, 
you can find Morpheus. 


€9 Also behind the red-pass door is another door which requires a black passkey to 
enter. The stairs beyond lead down to a room with a bookcase. Behind the book- 
case is a secret passage leading to the Master's lair. 


€) The black passkey can be taken from Morpheus. You can also try picking the 
locks or using explosives to get in. 


€) The Nightkin are powerful and well-armed super-mutants wearing Stealth Boy 
units, which make them difficult to see and hard to hit in combat. They will not 
attack you if you have the black passkey, the red passkey, or are wearing purple 
robes, but cannot be armed. 
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€ You have several options. You can get Laura to show you the way to the 


Master. You can talk Lasher into giving you a pass, finding Morpheus, and get- 
ting him to take you to see the Master, or you can kill Lasher, take what you 
need, and find Morpheus. 


If you are respectful to Morpheus and don't challenge or insult him, you can 
ask questions of him and be allowed to leave. If you tell him that you are from 
a vault, you will shake him enough to convince him to take you before the 
Master. 


Do not plan on meeting the Master until you are ready. You will either have to 
defeat him in battle, find your way to a nuclear weapon and set it off, or give 
the Master a holodisk containing information about the FEV virus which will 
cause him to self-destruct. If you elect to attack him, the Brotherhood of Steel or 
other allies may be able to help. 


Which One to Tackle First? 


€ You must destroy both the Vats and the Master to win the game. 


© It doesn't matter which one you do first. For the purposes of laying out the 


information in this quide, we will assume you destroy the Vats first. 


© You may get information on the location of the Vats at the Brotherhood. You 


might also be taken there if you are captured by Jain or Harry earlier in the 
game, or you may find it in the course of your explorations on the World Map. 


If you go to the Vats and destroy them first, you can acquire information there 
about the Master. You can also acquire a key to a nuclear weapon in the 
Master's basement—one of several ways of taking him out. 


If you take on the Master first, you can learn about the Vats from the super- 
computers inside the Master's fortress, or from Set in the Necropolis if you visit 
him after killing the Master. 


The Military Base 


The Entrance 


€9 To penetrate the Military Base you will have to get past the guards on the sur- 
face, or kill them. 


€ If an alarm is given, more guards will appear from inside the mountain. An 
alarm will be given if you do not succeed in killing a super-mutant within two 
seconds. 


€ If you try to talk your way past the guards, try claiming that you are a mutant 
on a special mission. If they believe you, you can continue on your way. 


€ You will need a code to open the door to the base. One of the super-mutant 
guards has the code. 


5 If possible, steal a radio from one of the mutants, or kill him and take it. 


€ You can use the radio to trick the mutants. When Command asks for your sta- 
tus, try telling them that you are under attack. If they ask for your coordinates, 
tell them “four miles, south-southwest.” If they ask your purpose, tell them 
your name is Fred and that you were dazed in a fall. Any of these responses 
should result in some of the mutants being drawn away from their posts. 


€ You can also try orchestrating an attack against the base by your allies, which 
will cause a serious diversion. Or you could use explosives on one part of the 
fence to try to draw off the quards. 


€® You will have to kill or knock out the mutant outside the security door in the 
mountain. That guard has a security code, which you need to open the door. 
He will not leave with the other mutants if you trick them. 


€S That guard also has a radio. Take it. 


5 If you have the code, the door will open for you. It is possible to lockpick the 
door, but it requires great skill. 


The Military Base: The Stronghold, Upper 
Levels 


€9 There are four levels to the Military Base beneath the surface entrance. 


€ The two upper levels are the Military Base, also called The ak 
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Beneath the two Stronghold levels are two more levels: the Vats. 


The internal corridors are protected by force fields, robots, and, of course, 
super-mutants. If the base has been alerted, the force fields will be active. 


The force fields are controlled from the Computer Control Room. 


There are two types of force field. One Type—-amber in color—will be up all the 
time. Another type—light green—will come on if there is an alert. 


You can pass through the amber fields, though you may take electrical damage 
doing so. 


Go through slowly. Bump into the field, take the hit, then move forward. That 
should get you through. Don't walk through a field if you are close to death. 


Try using your Repair Skill on the force field control panel near any door blocked 
by a green field. You might be able to drop the force field for a short time. 


Your best bet is to try to slip into the base without setting off an alert. This 
will allow you to reach the force field control room, the elevators, and other 
key areas. 


A disquise will help a lot, but only if you are alone. 


If you still have the purple robe you took from Lasher or some other COC mem- 
ber, wear it. You should be able to pass through the base unrecognized and 
unchallenged. If you have any party members with you, the robes will not 
work. 


If you have been able to acquire a Stealth Boy unit, it will help you sneak 
unseen through the corridors of the base. 


You can control the force fields by hacking the computers in the Control Room, 
or by using the radios. 


You can hack the computers in the Control Room by using your Science Skill. A 
successful attempt will let you play a computer card game as a trap door to let 
you break into the system. A successful hack will let you turn off all or some of 
the force fields. 


If you want to control the force fields by radio, you will need two radios. They 
can be taken from dead super-mutants, or found in supply lockers on the base. 


5 To use the radios, use one radio on the force field computer. If you are 


successful, a message will tell you that you have linked into the force 
field computer. You can then use the second radio that you kept to 
toggle the force fields on and off, as needed. 


€ You will find a robot storage room on Level 1. 


€ You can use a computer in this area to hack into the robots’ control 
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network and reprogram them. 


If you are successful in hacking into the robot network, you can change 
some of the robots’ programming. They are already set to TARGET 
INTRUDER, meaning you. You can change this so that they will target 
everything including each other, or all living things, or only mutants, or 
only attackers. You can also disable some aspects of their operation, 
such as their sensors. 


© To get the robots to target only mutants, set “Pest Control” to “Large 


living pests.” To have them target nothing, set Pest Control to “no 
pests,” to set targeting to TARGET NONE. To have them target every- 
thing (including you, but also including each other) set Pest Control to 
“all pests.” 


€& The Armory on the Second Level of the Stronghold has some useful 


weapons, including a minigun. It is heavily guarded, however, and 
requires either an electronic lockpick, or explosives (either three packs 
of dynamite or two of plastic explosives) to break inside. 


The Vats, Lower Levels 


€ You must ultimately make your way all the way down to the lower 


ee 


® 


level of the Vats. If the base goes on alert, use your radio to turn force 
fields on and off as you go. 


On the upper level of the Vats is a trapped corridor called the Security 
Corridor. Like Loxley's Gauntlet in the Hub, this passageway is covered 
by traps and alarms. You will need to use your Traps Skill step by step 
to get through without setting off an alarm. Trap elements include 
warnings, lasers, plasma rifles, explosive hexes, and lines of monofila- 
ment stretched across the hall just above the floor. Unlike Loxley’s 
Gauntlet, however, these are deadly. 
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€9 Two elevators lead down to the lowest level. The east elevator, howev- 
er, is out of order. Try the one to the west, near the prison cells. 


® The Lieutenant can be found in the Lieutenant’s Room. He is the 
biggest, meanest, hardest-to-beat mutant you will encounter in the 
game, excepting, possibly, only the Master himself. 


© The first time you approach this room, you may hear VanHagan, a rep- 
Ï on resentative from the Children's Cathedral, giving the Lieutenant a 

4 | report which indicates that the Master has discovered a new Vault. 
yours! 


© If you are captured and brought to the Lieutenant, it's pretty much up for 
/ you. The Lieutenant will torture you. If you resist, you will be killed. If 
you yield, you will become a super-mutant and your Vault will be over- 
run. Game over! You lose! 


® The Lieutenant is armed with a Gatling laser. His death will irritate the 
other super-mutants. 


® Your goal is to destroy the Vats on the lowest level of the facility. You 
can get into the Vats control room by reprogramming a Mr. Handy 
robot and having it finish its cleaning rounds. The Lieutenant has an 
encryption key in his locker that will enable you to hack the vat con- 
trol computer and see what each command code will do. 


© If you can kill the Lieutenant, get the Nuclear Arming Key in his posses- 
sion. It could be useful later, if you haven't yet destroyed the Master. 
You can also Sneak in and loot the locker in the northwest corner of 
this room to steal the key. 


€S When you reach the Vats Control Room, destroy the vats either by 
using your Science Skill on the computer there, or by placing explosives 
on the computer console. 


© {f you hack the Vat computer, you will see a list of program com- 
mands—each a gibberish of letters and numbers. Selecting any of 
these will result in the destruction of the base. The problem is, some 
blow it up faster than others… and one blows it immediately! If you 
have good Intelligence and Science skills, there will be an option to 
hack the code numbers, otherwise you will have to use the 
Lieutenant's encryption key. 


€ Try the ann ak leg that gives you a silent countdown several min 


€9 A force field control in the Vats Control Room will shut down all force 
fields in the facility, allowing you to make a hasty exit before the place 
blows. 


© Now get out of there fast! 


@® Don't hang around for the fireworks. Go all the way to the exit grid 
and get out! 


The Master s Vault 


€ You may be brought before the Master by Morpheus, or you may find 
your way down to his subterranean abode on your own. Either way, 
you have your work cut out for you. 


€ If you try sneaking in, it will help if you're in disquise. 
€ Purple Children's robes—such as those appropriated from Lasher—serve 
nicely. 


€ If you have been able to find a Stealth Boy, which renders you translu- 
cent, your chances of slipping unseen through the Master's Vault are 
Improved. 


€ You can deal with the Master in any of several ways. 


€ You can Kill the Master in combat—extremely difficult, but not impossi- 
ble—or you can find a nuclear weapon in his Vault and set it to 
explode… or you can give the Master the FEV holodisk Vree gave you. 


€ If you attack the Master, be aware that he is armed. 
€ The Master possesses two Gatling lasers built into his body. 


€ If you try reaching the Master on your own, you will have to face the 
Corridor of Revulsion, a long passageway through which you must trav- 
el while being assaulted by psychic images. 


€ The higher your Perception, the worse the Corridor's effects will be, 
with damage to your Intelligence and Perception. The effects will be 
much worse if your character has the Child Killer or Berserker tags or a 
negative reputation. 
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®& If you were able to get a Psychic Nullifier, the Corridor of Revulsion’s effects will 
be greatly lessened. A Psychic Nullifier can be found in the mad psychics' room, 
on Level 2.The Mental Block Perk will also do the same. You can drink booze to 
lower your Perception and evade the nasty effects of the Corridor. 


© The mad psychics can be talked into giving you a Nullifier. If you can't do this, 
then you will have to Steal it from them, or kill one of them and loot it. 


© Your best bet in dealing with the Master is to give him the FEV holodisk. It con- 
tains information proving that his efforts are futile, that his super-mutants are 
sterile and will not be able to renew the Earth. 


®& Another good, if risky, way to end the Master's ambitions is to use nuclear 
weaponry. 


© The nuclear weapon is in the basement. 


© If you can reach the Reactor Control Room in the lowest level of the Vault, you 
will need to pick the lock on the door and deal with two quards before reaching 
a nuclear warhead. 


© If you have the Arming Key from the Lieutenant, you can use this on the com- 
puter to arm the warhead. Otherwise, you can try using your Science or 
Lockpick Skills on the computer. Either way, a successful attempt will result in 
the warhead exploding in four minutes. 


€ Once again, you'd better exit the area fast! 


That's it! You did it! The Vats are destroyed and the Master is history! Settle back now to 
enjoy some wonderfully eye-popping celebratory animation, as Fallout comes to a close! 
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chapter 7 


A definite hazard. Definite contamination of game 


excitement and suspense. 


As in Chapter 3: Places To Go, this chapter lists each major site encountered in 
Fallout. It gives specific and detailed information on each site, however, and may 
give away some of the suspense of the game. Look here only if you are having trou- 
ble getting out of the place alive. 


Vault 15 


The player character must return with the water purifier chip before Day 150. He or 
she will begin receiving warnings in the game on Day 40, and the warnings will 
become more urgent after Day 80. The player can delay the disaster by traveling to 
the Hub and arranging for water caravans to travel to the Vault. If the caravans are 
stopped, the countdown to the death of Vault 13 picks up where it left off. 


1. Elevator 
2. Airlock 
3. Exit grid to 
vault cavern 


1, Vault Door 
2. Exit grid to world map 


Vault 13 cave entrance Vault 13 entrance 


1. Elevator 
2. Library 

3. Operations center 
(Overseer) 


1. Elevator 


Vault 13 Level 1 Vault 13 Level 2 


Locations Within the Vault 


Except for the caverns themselves, none of the Vault interior locations will be acces- 
sible to the player until he has been gone for at least one game day. 


€9 Vault 13 Entrance/caverns: This is where you begin the game proper, 
in a rat-filled cavern just outside the Vault's main entrance. 


€) Airlock: Brightly lit accessway from the entrance to the Vault's interior. 
You may be able to find some flares in a compartment on the west 
wall. These will be replenished once every thirty days. 


€) Emergency Medical Lab: The player can be healed here for free and 
can receive treatment for radiation poisoning. Two containers on the 
west wall each hold two stimpaks. These will be replenished after 
three days. The Overseer can be found here. 


€ Lockers: Some lockers off the main passageway have useful supplies— 
including water flasks. One of these in your Inventory will keep you 
from taking hits from dehydration in the desert. 


€) C&C: The Command and Control Center is occupied during the day and 
empty at night. 


> Operations Security: A guard is always on duty here. If you can get a 
good reaction from him or her, you might get access to the Vault's 
weapons locker. 


The Invasion 


Unless other events brought about by the player character intervene, the Vault will 
be invaded by an army of super-mutants on Day 250 of the adventure. This will end 
the game. 


Special Dangers 


€ Attacking anyone inside Vault 13 makes you an ENEMY (Vault) and 
subject to attack. 


€ Watch your time! If you don’t return to Vault 13 within 120 days of the 
game's beginning—or somewhat longer if you arrange for water cara- 
vans first—you lose! 


Vault 15 


This vault is here to make the player think about what to do next, and to provide 
the opportunity to rack up some kills and increase his Experience Point total. 


Special Locations 


€ The locations in Vault 15 are much the same as in Vault 13. 


1, Elevator shaft from entrance 
2. Elevator shaft to level 3-rope required 


Vault 15 interior, Level 2 


t. ladder from surface 

2. Vault Entrance (open) 

3. Airlock 

4. Medical tab 

5, Elevator shaft to level 2-rope required 


Vault 15 interior, Caverns, and Level 1 


1. Elevator shaft up to level 2 


Vault 15 interior, Level 3 


ohady Sands 


Shady Sands provides the player with his first real challenges and forces him to think 
about what he must do next. If he talks to the right people, he will learn about the 
raiders, Junktown, and the Rad Scorpions. Destroying the Rad Scorpions makes the 
people grateful and gives the player Experience Points. 


Special Adventures 


€ The player can get Seth to take him to the Rad Scorpion caves. Killing 
all of the scorpions will add considerably to the character's Experience 
Point total. 


€& Two day after destroying the Rad Scorpion caves, go talk to Aradesh 

again. The player will learn that Tandi has been kidnapped by-raiders. 

You will enormously increase both your prestige in Shady Sands and 

your Experience Point totals if you can track her to the raider camp Eer 
rescue her. 
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1. Exit grid to west Shady Sands 


1. Entrance to Shady Sands 
2. Guard Barracks 

3, Doc Razlo's 

4. Town Hail 

5. Exit grid to East Shady Sands 


Doc Razio's 


West Shady Sands East Shady Sands 


Special Points 


©&® Talk to lan—the mercenary in a black leather jacket in the guard's 
house. Ask him about other places in the area, and he will teil you 
about Junktown and the Hub. These sites will then be accessible on the 
world map. 


© Talk to lan—the mercenary in a black leather jacket in the guard's 
house. Ask him about other places in the area, and he will tell you 
about Junktown and the Hub. These sites will then be accessible on the 
world map. 


k © Talk to Seth at the front gate. He has a rope that you will need later. 
Offer him a knife and a flare, and take the rope. Alternatively, there is 
a rope in the garden shack in east Shady Sands. 


© Talk to Katrina at the gate and ask her all the available questioons. 
You will get 250 XP for learning about the world. 


€) If you are poisoned by a rad scorpion, take a scorpion's tail to Razlo. 
He will turn it into an antidote that will heal the poisoning. Razlo will 
make a bottle of antidote for each tail you give him, but it will take 
four hours each. 


5 If you give the antidote to Jarvis, you will receive 400 XP for cufing ne. 
him. _ TN 


€ If you have an Intelligence of four or greater, and a Science skill of 
40% or more, you can tell Curtis, the farmer, how to use crop rotation 
to improve their fields. You will get 500 XP for this. Curtis is out stand- 
ing in his field. 


Special Dangers 


€9 If the player begins shooting NPCs, other Shady Sands dwellers will 
attack. If he kills someone, he will receive an ENEMY (Shady Sands) dis- 
advantage. 


€9 If the player is rendered unconscious by the people of Shady Sands, he 
or she will wake up later outside the town, with all equipment intact. 


€ If the player is rendered unconscious in the Rad Scorpion caves, he or 
she will be killed and eaten. 


Rad Scorpion Caves 


Razlo, the doctor back in Shady Sands, is 
working 

on an antidote for Rad Scorpion venom. 
If you can provide him with one or more 
tails from these 

creatures, he will be able to complete 
his work. 


After killing a Rad Scorpion, approach 
the corpse and left-click on the Hand 
Icon. You will see a display with your 
Inventory on the left and the scorpion’s 
tail on the right. Click and draîg to namnbreden 

move the tail to your Inventory and 2. Exit grid to Shady Sands 
return it to Razlo. You may collect a 
number of tails and stack them in your 
Inventory. 


Rad Scorpion Caves 


You will win 60 Experience Points for each Rad Scorpion you kill. You will receive 500 
Experience Points for killing all of the scorpions in the cave. 
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Desert Raider Camp 


The player can find lots of valuable 

gear here, including weapons, money, and armor. 
He can also rescue Tandi from captivity, which will 
greatly increase his prestige with the people 

of Shady Sands. 


Special Adventures 


€ You will have the opportunity to 
rescue Tandi, the daughter of the 
leader of Shady Sands. To trigger 
this subplot, you must destroy the 
rad scorpion threat and leave Shady 
Sands for two or more days, then 
Desert Raider Camp return and talk to Aradesh. 


1. Garf’s HQ 
2. Tandi's Cell 


€) There is a chance that you will be mistaken for the ghost of Garl's 
father. This can only happen if your luck is 9 or 10 (and then only hap- 
pens half of the time) and you are male. The Raiders will avoid 
you{md]this makes rescuing Tandi or stealing from the Raiders much 
easier. Don't talk to Garl if this happens. 


@® You have the opportunity to wipe out the raiders, which will greatly 
improve your status with the inhabitants of Shady Sands. Do this after 
rescuing Tandi for maximum experience points. 


Special Points 


© The refrigerator in Garl's room in the main building contains a shot- 
gun, shotgun ammo, and some dynamite. 


© The cooler in Garl's room is normally empty, but if the player is cap- 
tured, his weapons and gear will be kept here. 


© When you have the chance, check (use the Hand Icon) the bodies of 
raiders you kill! You will be able to relieve them of armor, weapons, 
and other useful goodies. 


© There are several ways to win Tandi's freedom. You can challenge Gar! 
and beat him in hand-to-hand combat. You can intimidate him in a 
verbal confrontation or offer him $600 (plus Barter Skill and reaction 
adjustments) in money or trade goods. You can sneak in and pick the 
lock to her cell, then try to sneak out of the camp. Or you can wipe 
out all of the raiders. 


€® The raiders will be destroyed if you kill 75% of them. If you manage to 
kill Garl, the raiders will flee after you have killed only half of them. 


Special Dangers 


© The player will have the opportunity to impress the raiders and join 
them, but he will have to murder two peasant women in Garl's room 
to “prove” himself. This will increase his standing with the raiders and 
other lowlifes but hurt his reputation in Shady Sands and elsewhere. 


Junktown 


Junktown is an important stop for the player. There are weapons to be found or 
bought here, adventures to become involved in, allies to win, and information to 
discover. Here you will learn about the Necropolis, the vanishing caravans, and the 
Deathclaw. 
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1. Ladder up to Doc Morbid's 


Morbid’s underground lab 
î 


1, Exit Grìd to Worid Map 

2. Town Entrance 

3, Guardhouse 

4. Doc Morbid's 

5. Entrance to underground lab 

6. Exit grid to Kiltian's/Crash House 
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1. Extt Grid to Killian’s/ 
Crash House 

2. Casino 

3. Gizmo's Office 

4, Skum Pitt 


5, Exit Grid to Worid Map Sinthia 
6. Boxing Ring 


3 
Marcelies 


Brahmin 
Pen 


Killian 


1, Exit Grid to Entrance Map 
2. Darkwater's (Genera Store) 
3, The Crash House 


ê 4. Store Room (Skuiz HO) 
Junktown, Casino mj veder ad 


Junktown, Killian’s 


Special Adventures 


© The player can rescue Sinthia from a crazed raider who is holding her 
hostage. 


© The player can help Killian Darkwater against Gizmo. 
© The player can help Gizmo against Killian. 
€ The player can help the local guard force against the Skulz. 


€ The player can uncover some unsavory information about Doc Morbid 
in his basement lab. 


€ The player can help Saul keep his relationship with Trish by giving him 
good advice. 


Special Points 


€ The first time you enter Killian’s, a gunman will try to assassi 
Killian Darkwater. If you attack the gunman, Killian will th 
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€$ By helping Killian Darkwater get evidence against Gizmo, you will get 
your pick of weapons at his shop, and ammo to go with it. 


€ The Children of the Cathedral will infiltrate Junktown well before the 
invasion. They will set up a doctor’s office in Junktown 80 days after 
the start of the adventure. The Children of the Cathedral will provide 
the player with some important information. 


€9 If you can rescue Sinthia from the crazed raider without resorting to 
violence, you will get 1,000 Experience Points. If you can rescue Sinthia 
without violence and without putting her life in danger, you get 1,250 
Experience Points. If you rescue her by killing or beating up the raider, 
Sinthia will not be happy with you, but Killian's guards will congratu- 
late you on your victory. 


9 Doc Morbid has a side business in body parts. His underground lab has 
evidence of this grisly trade, as well as a safe locker containing money, 
ammo, and a doctor’s bag, but it is protected by an explosive trap. 


€® Morbid's assistant, Gretch, has an SMG. Kill Gretch—he’s in the lab 
downstairs—and take his weapon. 


€$ The player has a chance to befriend a woman named Sherry, who is a 
member of the Skulz gang. He can convince her to leave the Skulz and 
help Killian run them out of town. 


€9 There is money and a weapon inside the safe in Killian's store. 


€$ With gambling skill, you might be able to win some money at the 
Casino, either at the slot machines or playing 21. 


Special Dangers 


€ When you enter the town, be sure to put away any weapons you may 
be carrying. Killian's quards will react negatively to you carrying 
weapons openly, and if you don't obey their orders, you may be 
attacked. 


€9 If the player character is knocked unconscious in a fight with Killian's 
men, he will wake up outside the town with most of his gear intact. 
(He or she will lose one weapon and one set of armor.) 
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© If the player character is knocked out by Gizmo's thugs, he or she will 
wake up behind the Casino with one to three weapons missing, and 
one or two sets of armor missing, as well as some money and all drugs 
stolen. 


© If the player character is caught in Morbid’s underground lab, he or she 
may be killed, or, alternatively, have one eye forcibly removed. You will 
probably have to fight your way out of this one. 


€) [f you kill Killian for any reason, your reputation with most people in 
Junktown will become bad. 


The Hub 
Ó, The Hub will take the player much closer to 


Emramce | the solution of the game’s unfolding myster- 
ies. There are many more characters to meet 
here than in Junktown, though there are not 
as many weapons and other pieces of equip- 
ment to find, The player will learn here 
about the Brotherhood of Steel, as well as 
learn more about the Master and his army of 
super-mutants. The Hub is an excellent loca- 
tion for the player character’s center of oper- 
ations, as he or she works to save the home 
Vault and put together the final pieces of 
the story’s puzzles. 
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1. Exit grid to entrance map 8. Weapon Shop (Beth) 

2. Mattese Falcon 9, Bob's Iguana Bits 

3. Stairs down to Decker'soffice 10, Far Go Traders 

4. Crimson Caravan 11. Police Station 

5, All in one stare 12. Exit Grid to Old Town 

6. Bookstore 13. Exit grid to The Heights 

7, Friendly Loan Company 14, Exit Grid to The Water Merchants 1. Stairs down from 

Maltese Falcon 

2. Decker’s Office 


Hub, downtown 
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Water Tan 
1. Exit grid to downtown \ | 
2. Chiidren of the 


Cathedrai Hospital 
3. Water Merchants 3. Living Room 
4. Secret Duur 4. Kitchen 
_ 5. Spare Room 
6, Bedroom 


Î E 
1. Exit grid to downtown 
2. Daren Hightower's House 


Hub, the water merchants 7. Closet (Locked Chest) 
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Harold 
1. Exit grid to downtown 
2. Jacob-Arms Deater IE 


3. Secret door opening to stairs 
going down to Loxtey’s HQ. 


t.Extt grid to Hub 
2 Super-mutant body 
3, Deathciaw 


Hub, Old Town Deathclaw cave (lair) 
Special Adventures 
® You can convince Dan not to be so 
tough on Billy. 


© Bob serves both Iguana-On-A-Stick 
or a “prime cut” with “special 
ingredients.” You can discover Bob's 
unsavory secret (he has a profitable 
business connection with Doc 
Morbid, back in Junktown) and 
either blackmail him or turn him 
over to the police. 


h 1, Entrance from Upstairs 
€ You can talk to the Water 2. Electrified Floor 
: 3. Locked doors, Each failed lockpick 
Merchants about sending a water attempt turns on another laser 
caravan to your Vault. Talk to ry ri Eer 
H 6, Outer offi 

Martha, a Master Merchant, in the Pad vaer 
Merchant's Chamber. This will 
extend your deadline somewhat, Hub, Loxley's underground 
though you will still need to find office and the Gauntlet 


the water purifier chip. 


© You can get a job from Demeter working as a guard on the Crimson 


Caravan. 
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€ You can see Kane in the Maltese Falcon. He will take you to Decker, 
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€ You can rescue an Initiate from the Brotherhood of Steel who is being 


Special Points 


€ Butch Harris, the boss of Far-Go Traders, is not too bright, but he's a 


€ You can attempt to sneak into the FLC at night and pick the lock on 


who will offer you a job. 


Decker, the leader of the Underground, will hire you for two special 
jobs. Both involve assassination. 


Harold, the old mutant, can lead you to the cave of the Deathclaw. 
Killing this beast will enhance your reputation and earn you Experience 
Points. 


You can attempt to join the Thieves’ Circle. Loxley will ask you to steal 
a necklace from a merchant in the Heights to prove yourself. Return 
the necklace to Loxley, and he will give you $3,000. 


held in a cell near Harold’s shack. Decker's thugs are torturing him for 
information about the Brotherhood. He will be a good source of infor- 
mation about the Brotherhood. 


good source of information. He can give you the location of places like 
The Glow and the Necropolis. Talk to him about the Deathclaw, and 
then talk to Beth and to Harold in order to reach this creature’s cave. 


Beth, the proprietor of the Weapon Shop, is a gossip who will bend the 
player's ear with all sorts of information. Some of it is worth pursuing. 


If you need money, Lorenzo at the Friendly Lending Company, will loan 
you from 200 to 1,000 Hub Bucks at an exorbitant daily interest. He 
will make up to three loans at a time to you. Be warned, however. This 
is a loan sharking operation, and if you fail to pay, you will be 
attacked. Lorenzo is also a source of information and may give you an 
in with Decker. 


the safe. You will have to get past guards both inside and outside. 


hi 


if the player character is maid and indicates an interest in Keri Lee at 
the Crimson Caravan Company, she may have a romantic liaison with 
him, after which she will give him some strength, perception, and dex- 
terity drug packs. 


€ When you manage to kill the Deathclaw, be sure to carefully search 


the bodies in its lair. One dead super-mutant has a holodisk with 
important information on it. That holodisk is the proof Rutger and the 
Far Go Trading Company need to learn who is destroying the caravans. 


lf you get into the building used by the Children of the Cathedral, a 
locked storeroom there contains a lot of equipment and loot, including 
various drugs, food, robes, and a couple of Geiger counters. You will 
have to get past a guard. 


If you decide to rob Daren Hightower's house in order to join the 
Thieves’ Circle, the best way in is to wait until all three quards have 
left the door (they've gone into the kitchen to ask for food) then slip 
inside and hide in the quest bedroom, which is always empty. At night, 
you can search the place. The necklace is in a container in the closet in 
the main bedroom, along with IQ drugs, a shotgun, and some ammo. 


Special Dangers 
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If the player has killed someone or is an escaped prisoner, and the 
police capture him, he will be killed. In any other case, if the player is 
knocked unconscious, he will end up in prison. 


If you hire on with a caravan and then abandon your post, you will get 
a bad reputation with the caravan’s owners. 


If the player is extremely contemptuous of Decker or Kane, or if he 
fails a job, a death hit will be ordered on him. If the player attacks or 
kills anyone in the Underground, an even larger hit squad will be sent 
against him. 


If the player goes to the Cathedral to talk to Jain, the High Priestess, 

Jain will try to turn him or her over to a super-mutant “counselor” 

who will take the player to “the Vats.” The player will be given a 

choice mid death and the Vats. If he or she chooses the Vatsor 


Necropolis 
The Necropolis is filled with ghoul-like 
mutants under the command of a chief ghoul 
named Set. Set, in turn, is controlled by the 
Master and his army of super-mutants. Set is 
under orders to capture any pure humans he 
finds—such as the player character—and turn 
them over to the Master. 
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1. Access to Hail of 
the Dead Sewers 

2. Mail of the Dead 

3. Set’'s Throne 

4. Secret Passage 

5. Secret Door (trapped) 
to Set's room 

6. Set's room 
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t. Exit grid to World Map 
2. Office 
3. Access to Motel Sewers 


Necropolis, Hall of the Dead 


Necropolis, motel 


2 


1. Exit grid to Mate! Sewers 
î à. Ladder up to office 
3, Ghout Underground 
4. Ladder up to secret passage 
in the Hatf of the Dead 
5. Exit grid to watershed sewers 


1. Ladders up to street 
level of Motel of Doom 
2. Exit grid to Hall of x 


rats 


1. Exit grid to Half of Dead Sewers 
2. Ladder up to building 

on Watershed Map 
3. Ladder up to Watershed, 

down to Necropolis Vault 
4. Ladder up to Street level 

of Watershed map 
5, Broken Pump Parts 1 
(for fixing pump in Watershed) 


Watershed sewers 


1. Ladder down 

from Watershed 
2. Vault Entrance 
3. Etevator 


Necropolis vault Level 1 


1. Elevator 
2. Working computer with 
water purifier chip 


5 N Jt Level 3 
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Super 
Mutant Guards 


Chitdren Harry 
of the Cathedral 
Hospitalj 5 
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1. Access to Halt of the Dead Sewers 
2. Access to Water Shed Sewers 

3. Water Shed 

&. Access to Necropolis Vault 

5. Chiidren of the Cathedral Hospital 


Watershed 


1. Elevator 


Necropolis vault Level 2 


The Invasion 


If the super-mutants in the town are killed or driven off, the Master, if he is still 
alive, will invade the Necropolis fifteen days later. 


Special Adventures 


€S Set will offer the player a job. He wants to destroy the super-mutants 


Special Points 


€ Ghoul guards may have orders to capture pure humans. Most ordinary 


@B A secret door lies behind Set's throne in the Hall of the Dead. A hidden 


€ A storage cooler in Set's room contains a weapon, ammo, and stimpaks. 


© Garret's room, also in the Hall of the Dead, has a locked refrigerator. 


€ The water chip needed by Vault 13 can be found in the Necropolis 


Special Rane 


dk will di an 


guarding the Watershed. 


ghouls, however, will not bother humans unless they are attacked first. 
Some will be good sources of information. 


corridor leads to his nearby room, where another secret door exists. 
Traps cover the secret doors. There is also an access to the under- 
ground sewers through this corridor. 


Inside is a shotgun, ammo, flares, and soft drink bottles. The player’s 
reward will be drawn from here if he performs Set's job. The higher his 
reputation with Set, the more he has impressed him, the more he will 
receive as a reward. 


Vault. It is located in the vault's Operations Center and can be found 
by examining one of the computers. 


Parts needed to repair the water pumps in the watershed can be found 
in the ghoul underground, in the sewers beneath the Hall of the Dead. 


The player can repair the water pumps in the northeast corner of the 
watershed, restoring water to the Necropolis. 
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€ If the player takes the water chip and does not repair the water pump, 
the Necropolis will die within about one week. 
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© Beware the Glowing Ones. They are radioactive, and close combat can 
result in the player receiving radiation damage as well as ordinary 
combat hits. 


© A family of giant rats living in the Necropolis Vault medical lab are also 
radioactive, glowing slightly. Their bite can cause radiation damage. 


€ The ghouls under Set believe that they control the Necropolis. The real 
power, however, lies with the super-mutants and their mysterious 
Master. 


© If the player accepts Set's offer of a job, he or she may still be attacked 
by Set's ghouls, since his control over the creatures is not perfect. If the 
player is captured, Set will order the human killed. 


©&® The secret door behind Set's throne has an explosive trap. 
© The secret door to Set's room is protected by an explosive trap. 


® As soon as you enter the Necropolis, you will set a timer that will begin 
counting off the days until the Master learns the location of Vault 13. 
Even if you save the Vault by finding the water purifier chip, sooner or 
later the Vault will be invaded by the super-mutants, and the game 
will be over. 


© It is up to you to stop the Master and his legions, or all is lost. 


The Brotherhood of Steel 


Joining the Brotherhood of Steel gives the player the opportunity to pick up new 
weapons, ammunition, and equipment, as well as a chance to improve his or her 
combat skills. It also provides a source of allies in the final showdown with the 
Master and the Children of the Cathedral. 


Special Adventures 


€) The player will be sent on a quest to recover an artifact in order 
prove his or hese ul 
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1. Exit grid to world map 
2. Perimeter Fence 
3, Elevator down to base 


Brotherhood, surface entrance 


Etevator to Surtace 
2. Elevator to Levels 2-4 
3, Sturur vor 

4. Checkout 

5. Combat training 


1. Elevator to levels 1-4 
2. Initiates’ Quarters Brotherhood, first level 
3. Learning room 
4. Hospital 


Brotherhood, second level 


1. Elevator 
2. Hall of Worship 
3. Council Room 

4. Eider's Room 


1. Elevator to levels 1-4 
2, Master Scribe’s Room 
3. Knights’ Workroom 
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€ Talus may send the player on a quest to find out what happened to a 
missing Brotherhood scout. The scout is being held prisoner by merce- 
naries in the Old Town section of the Hub. 


® You can help Brother Michael with his romantic interest in Brother 
Lara. He may give the player some grenades in gratitude. 


Special Points 


© If the player views combat demonstrations in the Combat Training Hall, 
he or she may receive extra skill points in Melee or Unarmed Combat. 
How many points depends on how much of the demonstration the 
player watches. 


© If you successfully lie to Brother Michael, telling him first that “Bob” 
sent you to get a new weapon, and then that “those girls downstairs” 
put you up to it, he may give you three pulse grenades, useful against 
robots. 


€ You can run an errand for Michael by taking three pulse grenades to 
Brother Sophia. If you carry out the task, he will give you a SIG-Sauer 
pistol. 


© Brother Jennifer might be able to tell the player about who's who 
within the Brotherhood. If the player is male, she may develop quite a 
crush on him. 


5 If you warn the Brotherhood about the impending mutant invasion, 
you will get a stronger force to help you when it's time to move 
against the Vats or the Children of the Cathedral. 


€) Talus may give you authorization to check weapons and armor out 
from Michael. 


€) If you ask General Maxson about the history of the Brotherhood, he 
will give the player a tape. Among other things, it tells the player 
about a secret base far to the north. This, it will turn out, is the loca- 
tion of the Vats, something the player will need to learn about, 
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€ Master Scribe Vree can give the player some antiradiation drugs, to be 
taken when he or she must approach a source of radiation. 


€) Master Scribe Vree can give the player a holodisk describing the FEV 
virus and its effects. This disk provides the player with one good means 
of defeating the Master at the end of the game. Giving Vree's disk to 
the Master convinces him that he has failed in his bid to create a new 
world. 


Special Dangers 


€ Don't pick a fight with Rhombus! If you draw a weapon on him, he will 
use his gatling laser and kill you on the spot. 


€ Getting caught stealing from Rhombus is a bad idea. The second time 
you attempt some thievery, they will most likely kick you out, or even 
attempt to kill you. 


The Glow 


This used to be a top-secret military facility where some rather unpleasant 
bioweapon research was being conducted. During the war the surface facility took a 
direct hit from a nuclear weapon, and the crater is still highly radioactive… hence, 
the name. 


If you have a rope, you can attach it to the steel beam on the crater rim, and lower 
yourself inside the first level. Further exploration will lead the player deeper and 
deeper into the underground reaches of the old base. There are six underground 
levels, and the crater breached only the top two. 


Here, the player will be able to uncover certain secrets about the cause of the war 
and the origin of the mutants. There are also weapons and other equipment to be 
found here. Be careful, though. The Glow can only be approached by characters who 
are suitably protected from the high radiation here, and there are other dangers as 
well. 


Special Adventures 


® You must visit The Glow to find the hotodisk that will gain you admit- 
tance to the Brotherhood. This is vital to winning the game, if you 
wish to defeat the Master by giving him the FEV disk from Vree. Ee 


NOTE: There is no Automap available for “The Glow” 
surface entrance. It's easy to render, however: 
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Glow, surface entrance Trap 


1. Rope going up to surface 
4. Elevator Yellow Passkey Required 

3. Weapon Stur age 

4. Crater 

5. Yellow Passkey (on Power Armor Body) 


Robots Extra 
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(Deactivated 
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Elevator: Red Passkey Required 


1. tievator ( Yeliow Passkey Required) 
4. security Check Points 

3. Crater 

4, Red Passkey (on body) 


Glow, Level 2 
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Security Check Points 
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Glow, Level - 


1. Elevator: Blue Passkey Required 
2. Security 
3. Labs 


1. Elevator: Biue Passkey Required 
2. Elevator: Red Passkey Required 
3, Blue Passkey (on body) 

4, 2AX Al, 

5, Suppiies 

6. Weapons / Supplies 


Glow, Level 5 


Glow, Level 4 


Power x 
Generator 


1. Elevator: Blue Passkey Required 
2. Elevator: Red Passkey Required 


Special Points 
© You will find the Brotherhood disk on a body on Level 1. 


€& The same body has a yellow security pass key that gives you access to 
an elevator connecting the top three levels. 


€ A body in the corner of the northeast room on Level 2 has a red pass. 
This will let you use a red security elevator on Level 3, connecting 
Levels 3, 4, and 6. 


€ A body in the southwest room on Level 4 has a blue pass that will give 
you access to a blue security elevator, connecting Levels 4, 5, and 6. 
The blue elevator is not working currently. 


€ On Level 6, you may be able to repair a generator and restore power 
to the lights and the blue elevator. 


©&® Use every working computer you can find, applying your Science Skill 
to make it work. You can learn a lot here about the FEV virus and the 
super-mutants. 


© Check all lockers, storage areas, and rooms. There is a wealth of 
weapons and special equipment to be found here. Be especially alert 
for energy weapons (lasers and plasma guns), Small Energy Cells, Micro 
Fusion Cells, grenades, and explosives. 


€ A charred body on Level 2 has some dynamite and plastic explosives. 


Special Dangers 


€ Radiation is the big one here. You will take radiation hits as soon as you 
arrive at the 
surface crater. The only way to avoid damage is to take Rad-X, which 
will increase your Radiation Resistance to 50% for the first 24 hours, 
then drop it to 25% for the next 24 hours. You can stop before reaching 
The Glow and take your pills, to avoid that initial hit. Radiation damage 
can be healed by Rad Away, or by a visit to a doctor. You should not 
read a book, use the Doctor Skill, or any other lengthy use of time. 


& Keep an eye out for booby traps throughout The Glow. Your Traps Skill 
will detect and disarm them. Be especially suspicious of security areas 
with steel-grid floors... but there are traps on some other floors as 
well. The elevators will give you a shock if you try to open them with- 
out the appropriate pass key. bk < 


€& When you restore power by repairing the generators, you will revive a 
number of sentry robots, which will proceed to attack intruders… 


meaning you. 


The Angel's Boneyard 


The Angel's Boneyard is a vast sea of ruins—the wreckage of what once was the 
metropolis of Los Angeles. It includes a number of sites, all of potential interest. 


The various locations include: 


1. Entrance 

2. Exit grid to Blade's Map 

3. Exit grid to World Map 

4. Entrance down to Taylor's Store 

5, Zimmerman 

6. Smitty 

7. Miles 

8. Entrance down to Bedroom 

9, Entrance down to Mushroom Cave 


Nicole 


Hd 


1. Exit grid to Blade's HQ 
2. Exit Grid to World Map 


Followers’ HQ 


Blades’ HO 
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1. Stairs down from Surface 
2. Mother Deathclaw and Eqgs 


1. Exit Grid to Blades’ HQ 
2. Exit Grid to Gunrunners 
3. Stairs down to Basement 


Nest basement 
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1. Warehouse 
2. Mote 

3. Bridge 

4. Exit Grid to Nest 
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Gunrunners’ warehouse 


‚ Exit Grid to Followers Map 
‚ Exit Grid to World Map 

. Exit Grid to Nest 

‚ Exit Grid to Adytum 


Special Adventures 


€ You can try helping Jon Zimmerman, in Adytum, avenge his son by 
killing the leader of the Blades. This is not recommended! 


€ Alternatively, help the Blades liberate Adytum. To help them, you must 
clear the Deathclaw infestation—including Momma and her eggs, in 
the basement—from the deserted area between the Gunrunners and 
the Blades’ HQ. 


€ Help the Gunrunners, and they will give you a choice of weapons and 
high-tech armor. You can also pick some good weapons up when they 
leave their base, after Adytum's liberation. 


Special Points 


€9 You should make contact with Nicole and the Followers of the 
Apocalypse. She will be your link to Laura, a spy inside the Cathedral. 


€9 The warehouse is a source of weapons and ammo. Be aware, however, 
that most of the stuff for sale from the gunrunners will have a mark- 
up of anywhere from 120% to as much as 300%. It may be possible for 
you to get a 20% discount, however. 


Special Dangers 


€& The Blades are tough, and very hard to kill. Don't start a fight with 
them unless you have a clear line of retreat. 


€ The deserted building in the map east of the Blades’ HQ is infested by 
Deathclaws. A mother Deathclaw and her eggs are in an underground 
room. The young Deathclaws are not as dangerous as the Deathclaw 
back near the Hub—but Momma is deadly! Watch your step! 


€ Don't approach the gunrunners with a drawn weapon. It could lead to 
immediate combat. 
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The Military Base 


This is the super-mutant stronghoid, a former military base ruled over by the 
Lieutenant, a highly intelligent super-mutant who is the Master's second-in-com- 
mand. This is the source of the attacks that have been destroying caravans out of 
the Hub. Pure humans are captured to be “dipped” in the Vats in the lowest level of 
the facility, transforming them into super-mutants. The rest are killed. 


p 


1. Exit Grid to Entrance Map 
2. Force Field Controls 

3. Robot Control Center 

4. Elevator 


Base (Stronghold), Level 1 


1. Exit Grid to Warid Map 

2. Guard Shack 

3. Fence 

4. Locked entrance leading 
to Military Base Interior 


Military Base, surface entrance 


1. Elevator 
Z. tlevator (inoperative) 
3, Robot Repair Center 
4. The Lieutenant 

5, Vat Control Room 

6. The Vats 


1. Elevator 
2. Armory 


Base (Stronghold), Level 2 


Vats, Level 2 


1. Eievator 
2. Security Corridor 

3. Prison Celis 

4. Elevator 

5. Elevator (lnoperative) 


Vats, Level 1 


special Adventures 


€ If you can reach the computer control room on Level 1 of the Stronghold, 
you will have the opportunity to hack into the Master's network and 
reprogram his robots. You can also reset the controls for the force field 
barriers throughout the base. A pair of radios can be used to toggle the 
fields on and off. 


® A computer in the Vats Control room will let you turn off all force fields 
permanently. 


© A computer in the Vats Control Room will also cause an explosion that will 
destroy the Vats. You can also place explosives on the Vat Computer, which 
will have the same effect. Destroying the Vats is one of the goals of the 
game. 


© If you can kill the Lieutenant, you can take from his body a key that will 
arm a nuclear weapon in the basement room of the Master's Lair. 


Special Points 


€ The Armory on Level 2 of the Stronghold contains a number of weapons, 
including laser rifles and laser pistols, one minigun, and some ammo and 
power cells. 


5 If you can reprogram the robots, you can get them to target one another 


or even to attack the super-mutants instead of you. Reprogramming a 
Mr. Handy on the lower Vat level and having it continue its cleaning 
chores will help you get to the Vat Control Room. 


& EMP grenades are the weapon of choice against robots. They don't affect 


living creatures, but they pay havoc with a robot's electronic circuitry! 


„ Blowing up the Vats will reward the player with 5,000 Experience Points. 


® Killing the Lieutenant will reward the player with 7,500 Experience 


Points. 


® Killing the super-mutant Flip will reward the player with 3,000 Experience 


Points. 


© If you can listen in on a conversation between the Lieutenant and 


VanHagan, you will learn that the Master has recently Carnet 
Vault 13 and has.pans his it. plise gives a new urgency to voe 
save the Vauit, you must desta | os 


€9 The weapons locker in the Lieutenant's Room has some extremely use- 
ful equipment—a gatling laser, Micro Fusion Cells, and a StealthBoy 
unit, 


€ In the Vats, the player can learn the Master's location. 


Special Dangers 


€ [f you are captured, you will be brought before the Lieutenant on Level 
1 of the Vats. If you resist, you will be killed. If you yield, you will be 
turned into a super-mutant and lose the game. 


€ The Security Corridor on Level 1 of the Vats is protected by booby 
traps, with some floor tiles triggering explosions, laser fire, plasma 
bursts, or warnings. Monofilament wire is strung across the passage- 
way in two locations. Watch your step! 


€& Once you cause an overload in the reactor system for the Vats (by 
accessing a computer in the Vat Control Room) you will have only a 
short time in which to get out of the base. How long depends on 
which coded command you choose. Choose wisley! 


The Cathedral 


This is the operational headquarters for the 
Children. By now, the player will have learned 
that the Children of the Cathedral are in fact 
working for the Master. Their immediate head is 
the dark figure known as Morpheus. 


Special Adventures 


€ Morpheus, the leader of the 
Children of the Cathedral, can be 
used to get to the Master. You must 
kill the Master to win the game. 


1. Exit grid to Front of building 
2. Altar 
3. Locked door to underground vault (Black Pass) 


4. Locked door to stairs going up (Red Pass) 


1. Stairs up/down 
2. Stairs down 


Cathedral tower level 3 


Special Points 


€ Morpheus is the key to reaching the Master. He possesses a black 
badge that opens the doorway leading down to the Master's Vault. 
PN | With careful handling, and by convincing him that you have informa- 
tion about your Vault which the Master must have, he can be persuad- 
ed to take you before this dread creature. 


5 [f you can kill Morpheus, you can steal his black badge. 


€ Stairs lead down from the Cathedral to an underground cave. Within 
the cave is the entrance to another vault… the Master's Vault. 


© Lasher possesses a red key that will let you reach Morpheus and/or the 
door leading to the Master's Vault. If you kill him, you can also get the 


purple robes that will let you move unchallenged through Hape Ss 
domain. "5 en 


€ A number of Nightkin guard Morpheus upstairs. If you can kill them, 
you can take their StealthBoy units, devices that will give you a better 
chance of slipping undetected past the Master's forces. They also pos- 
sess some awesome firepower! 


Special Dangers 
€) If the player at any time leaves the Cathedral after talking to 
Morpheus, he or she will be attacked by several thugs who bring 
greetings from Morpheus. 


€) The Nightkin are deadly, stronger than ordinary super-mutants, and 
possess high-tech devices—StealthBoys—that make it hard to hit them 
in combat. 


The Master's Vault 


This is it, the final mile, the end of the line. Take out the Master, as well as the Vats, 
and you've won the game. Doing so is not easy, however. The Master is a strange 

hybrid of computer and mutant, his body part machine and part bodies assimilated 
by the creature as it grew. 


1. Elevator 
2. Prisoners 
3. Gibbering Psychics 


1. Stairs down from Cathedral 

2. Secret Door behind Book Shelves 
3. Caverns 

4, Vault Entrance Master's Vault, Level 2 
5, Elevator down to Lair 


Vault, Level 1, and Caverns 


hd 


1. Elevator 
2. Elevator down to Level 4 
3. Operations 

4. Corridor of Revulsion 

5. The Master 


1. Elevator down from Level 3 
2. Gaurds and Computer Control Panel 
3. Nuclear Weapon 


Master's Vault, Level 4 


Master's Vault, Level 3 


Special Adventures 


€ This is the payoff, the head villain, the Boss. Cap this guy and you've 
won the game. 


Special Points 


€ Once again, the Children's robe, like the one you might have taken off 
| of Lasher's body, will get you through the Master's Vault unnoticed— 
h usually. A StealthBoy, if you got one from the Military Base or a 
Nightkin, can also come in real handy here. 


© A locker next to the elevator in the northwest corner of Level 2 has a 
Stealthboy unit. 


€) A nuclear weapon in the vault basement can be set to explode, destroy- 
ing the Vault, the Cathedral, and the Master. You will have to get past 
two super-mutant guards in the basement to reach the bomb. You will 
also need a nuclear arming key from the Lieutenant to set this off or 

else have to use your Science Skill on the bomb’s arming device. Once 

the bomb is set, you have four minutes to get out. Run! Don't top to 
play with your new-found friends! dd Jer 


€ The player can give the Master the holodisk given to him by Vree at 


Special Dangers 


5 Oh, come on! You're about to face the biggest, baddest boss in the 


5 


€ Whether you choose to set off the nuclear weapon or use the holodisk 


the Brotherhood, which proves to him that the mutant race he created 
is sterile. This unpleasant information causes the Master to blow a 
fuse. 


The Corridor of Revulsion will cause some problems for characters with 
high Intelligence and Perception. These effects can be reduced consid- 
erably by carrying a Psychic Nullifier in your Inventory. A Psychic 
Nullifier can be found in the mad psychic’'s room on the upper level of 
the Vats. 


game—and you want to know about special dangers? 


The Master possesses two gatling lasers built into his body. He is bril- 
liant, capricious, and insane, and one wrong word can end in the play- 
er’s death or forceful conversion to the ranks of the mutant army. 


If you fight the Master, you will also have to face the Horde. a large 
group of super-mutants that will rush to join you in battle. They will 
attack from the rear, coming up through the Corridor of Revulsion. 
They are armed with a variety of weapons. 


to talk the Master into destroying himself, you will have a limited 
amount of time to get out of the Master's Lair, through the cavern 
outside, up the stairs to the Cathedral, through the Cathedral, and out 
at last to the travel grid across the street. If you don’t make it, you'll 
die with the Master, so for Pete’s sake don’t stop on the way to play 
with strangers! 
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Danger! Radioactive! 
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You re glowing. Extreme contamination of game 
suspense. 


This chapter gives it all away… what happens at each site, and why. Read this chapter only if 
you don't mind having the major secrets of Fallout described in detail. 


Locations in Fallout 


The following places and plot points are where most of the action takes place in Fallout. If 
you're wondering what's supposed to happen in a given spot, or why you should risk your 
neck in there, check it out on the list below. 


The Vault (Vault 13) 


Description: An underground vault, your home for as long as you've lived. 


Vault 13 is where you start the adventure. A chip controlling the water purification machinery 
has failed, and in four months, the water here will be too foul to drink. Your whole purpose 
in the game is to save Vault 13. 


Once you leave the Vault, the entrance will seal automatically and cannot open for one day. 


The Point: This is the whole point of your adventure. The caverns outside the door offer rela- 
tively easy opponents (the cave rats) against which to practice your martial skills. 


Secrets 


€ You can return here occasionally to get some medical supplies—stimpaks and 
the like. You can also return the Vault 13 to talk to the Overseer if you're 
undecided what to do next. Be sure to save your game first before returning 
for advice; that way, you can pick up the game where you left off later, with- 
out having lost any time. 


The Buried Vault (Vault 15) 


Description: A three-level underground vault, including living quarters, a command center, 
and a cavern. 


Vault 15 is located some distance east of your starting point. The Overseer suggests that you 
might begin your search there. In fact, there's not much to find there except mutant pig rats, 
greater mole rats, and other unpleasant vermin. 


Size: Very small 
Rating: Unimportant 


The Point: Since most players encounter this vault early in their adventure, the location pro- 
vides some challenges for them to sharpen their skills against… larger, meaner varmints than 
the cave rats back home, and a chance to try manipulating things (using the Hand Icon) like 
the sewer entrance, computers, and an elevator. Also, players are liable to stumble across the 
village of Shady Sands while traveling from Vault 13 to Vault 15. 


Secrets: 


© The only way in is through a sewer hole in a small shed in the desert. You'll 
have to use the Hand Icon to gain access. 


Shady Sands 


Description: A small, desert village. Sites include the town itself and the garden and Brahmin 
pens to the east. 


Shady Sands is a small, quiet village in the desert between Vault 13 and Vault 15. Its leader is 
Aradesh, and here the player will have his first chance to interact with non-player characters. 
There is a doctor in town—Razlo—who can heal the player character's wounds, if necessary, and 
a leather-jacketed man named lan whom you can recruit to join your quest if you have the 
money. Talking to the right people, especially Aradesh and his daughter Tandi, will provide 
important information about the world. 


Size: Medium sized 
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Rating: important 


Point: Shady Sands provides the setting and motivation for several relatively easy starting 
adventures, including destroying the rad scorpion nest and rescuing Tandi from kidnappers. 
These adventures will heip the player sharpen his skills and will also gain him the beginnings 
of a reputation. Here he will have to decide how to treat the locals—with politeness and 
respect, or with arrogance and gunfire. He can make some valuable allies here if he can win 
the townspeople to his side. 


Secrets 


®& Be sure to barter with Seth for his rope. Offer him a knife and a flare for the 
deal. The rope is vitally necessary later ín the game to enter Level 2 of Vault 
15. Later in the game, you will need a rope to enter the crater known as The 
Glow. 


5 If you return to talk to Aradesh two days after destroying the Rad Scorpion 
threat, he will ask you to save Tandi, his daughter, from desert raiders. This 
subplot adventure will give the player experience points, a good reputation, 
and a fair amount of loot—money, weapons, and armor—taken from the 
raiders’ bodies or the bookshelf, desk, and fridge in Garl’s room. 


Rad Scorpion Nest 


Description: A maze of underground passageways and caverns infested by giant mutant scorpions. 


Wiping out the scorpions inside will let you test your combat skills and impress the people of 
Shady Sands. Seth, the guard at Shady Sands’ front gate, will take you here if you ask him. It 
is not necessary to go here to win the game, but the experience can be valuable. Careful, 
though. Those scorpions can kill you with the poison-laden stingers on their tails. 


Size: Very small 
Rating: Unimportant 


Point: Killing rad scorpions will give the player experience points and help him sharpen up his 
combat skills. 


Secrets 


© When you kill a scorpion, use the Hand Icon on the corpse. You will be able to click 
and drag on the scorpion's tail, placing it in your Inventory. Later, you can give 
these tails to Doc Razlo in Shady Sands, and he will prepare an antivenin… which 
will be especially useful if you took damage from the scorpions in the battle. 
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Desert Raider Camp 


Description: A camp in the desert not far from Shady Sands inhabited by a nomad warrior 
clan known as the Khans. They are led by a warrior chief named Garl. 


The Khans are a constant nuisance to nearby towns like Shady Sands. While the player does 
not need to investigate the camp‚ it does offer a chance of learning something about the sur- 
rounding area and provides the player with a good source of enemies to overcome… and the 
resultant loot and Experience Points. The subplot involving the kidnapping of Tandi, Aradesh's 
daughter, is resolved here and can also gain the player points and an enhanced reputation. 
Use caution, however. The nomads are easily angered, and it's not wise to challenge them on 
their home turf without careful preparation. 


Size: Small 
Rating: Unimportant 


Point: The Raiders are generic bad guys for the player to negotiate with or fight. There are 
Experience Points to be won, and loot to be taken. 


Secrets 


€9 The safest way to rescue Tandi is to offer Garl a ransom. He will accept 600 
caps (modified for your Barter Skill and Garl’s reaction to you) for her release. 
Do not attempt to fight the raiders unless you are well-armed and, ideally, 
have an ally or two. You might consider hiring the mercenary you will 
encounter in the Shady Sands guard quarters. 


€® consider returning for this subplot adventure after you've been to Junktown 
and picked up a submachine gun from Gretch. It’s long odds against you 
indeed if you try to take on Garl’s bad boys and girls with nothing but a pistol! 


Junktown 


Description: A town—larger than Shady Sands—with several important sites, including a gen- 
eral store, a hotel called the Crash Pad, and a casino run by a thug named Gizmo. 


Junktown is an important stop on the player’s itinerary. Here, he can get weapons, armor, 
equipment, and recruits for his band. The player can learn about the Necropolis, the disap- 
pearing caravans, and the Deathclaw here, and he can pick up some important allies. 


Size: Medium 
Rating: Important 


Point: Junktown is an important plot point that will set the character on the right path and 
prepare him for what's happening next. 
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Secrets 


€9 Doc Morbid has a sideline in used body parts in the basement of his clinic. An 
interesting subplot can have the player taking Morbid and his henchmen 
down. One of the henchmen, Gretch, has a submachine gun, which will be a 
far better weapon for the player than a pistol or shotgun. 


€ Doc Morbid has a safe in his lab. Inside is money, ammunition, and a doctor’s 
bag. The safe is protected by a booby trap; if you fail to pick the safe’s lock 
three times in a row, the trap will explode and destroy the contents. Use your 
Traps skill to detect the trap, then use it again to disarm it. 


© The trick to rescuing Sinthia is to offer the raider $100, or talk him down with- 
out threatening him. 


€9 You may be able to acquire an unexpected ally in town. Try wearing leather 
jacket when you help a man who is trying to get into a building but can't 
because a dog is keeping him out. If you can get the dog to follow you, you 
will have a companion in your travel… and an ally who will attack your oppo- 
nents in combat. You can also feed him an iguana-on-a-stick. 


The Hub 


Description: A large trading settlement. 


The Hub is a large and important trading settlement based in a town relatively untouched by 
the war. Caravans of various goods travel between here and LA, Junktown, Shady Sands, and 
even the Brotherhood of Steel. The player will meet a number of important characters here, 
learn some important information, and set off on several important adventures from here. 
Centrally located to a number of other important sites, the Hub could easily serve as a base of 
operations. 


Fe Size: Large 


Rating: Very important 


Point: The Hub is a good place for the player to take stock of his current position and decide 
what to do and where to go next. Like the hub of a wheel, the Hub gives access, through 
numerous spokes, to a large number of locations and adventures throughout the surrounding 
area, many of which are vital to the game's successful resolution. It can serve as a base of 
operations for the player, as well as a source of supplies and weapons. The various subplots 
provide the player with a great deal of experience, and the jobs he can take here will earn 
him money. tf he signs on as a bodyguard for a caravan, he will be able to reach important 
sites such as the Brotherhood of Steel or Adytum, and he will probably pick up some useful 
combat experience and loot along the way. Finally, some a ienie Úg encounter 


Secrets 


A number of interesting subplots can be opened and run here, including “jobs” for Decker, 
joining the Thieves’ Guild, blackmailing Bob, and either robbing or taking out a loan from 
Lorenzo. 


€$ An initiate of the Brotherhood of Steel can be rescued in Old Town by some 
mercenaries, improving the player’s reputation with that group. 


€9 A deal can be struck with the Water Merchants, providing for water shipments 
to the Vault. While this will not solve the water problem, it will delay the end 
long enough to allow the player additional time to find the water chip. It will 
also increase the chances that the Master will discover and invade your Vault. 


€ Bob is getting human body parts from Doc Morbid in Junktown and selling 
them as Iguana Bits (tastes just like chicken). It may be possible to blackmail 
him. 


© Borrowing money from Lorenzo is probably a bad idea. Stealing from Lorenzo 
is better, though difficult. You will need to get past his two mercenary guards 
outside, either by killing them quietly or doing some very good sneaking. A 
third guard is inside. Deal with him, and if you can pick the lock on the inside 
door, you'll be able to get several thousand caps. 


5 If you want to have Kane take you to see Decker, do not claim (or admit) to 
being a member of the Thieves’ Circle. If he asks you what kind of work you're 
looking for, tell him, “Anything. If it pays well, I'Il do it.” You might also be 
able to get in if you say that Lorenzo sent you. If this isn't true, he might still 
believe you. 


5 Hf you kilt Jain, the High Priestess, at Decker’s orders, Decker and his people will 
be killed shortly thereafter by the Children of the Cathedral in a retaliatory 
strike. If you kill her even without Decker’s orders, Kane will give you 1,000 
caps in gratitude. 


The Deathclaw Cave 


Description: An underground cavern, home to the infamous Deathclaw. 


These caves are where the player will encounter the legendary Deathclaw, which hunts living 
prey by night and is believed to be responsible for the vanishing 
caravans. 


Size: Small 


Rating: Unimportant 
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Point: Killing the Deathclaw will give the Kd still more Experience Points and will also 
make him a hero in the Hub. The caves will also give the player a hint about what might have 
happened during the war. Finally, the caravans will continue to disappear, letting everyone 
know that the Deathclaw was not responsible and that a monster of another kind is abroad. 


Secrets 


mn ee € To open the way to the ed talk to Butch Harris at the Far-Go Traders 

; pe} and ask about the vanishing caravans… then talk to Beth at the weapons shop 

8 N about the Deathclaw, and finally, at her suggestion, talk to Harold in Old 
Town. 


€) The dead body of a super-mutant in the cave contains a disk, called the 
Mutant Transmissions Disk. It contains information about the war and the 
appearance of the super-mutants. 


The Brotherhood of Steel 


Description: A camp housing a religious brotherhood. 


The Brotherhood is extremely close-knit and suspicious of outsiders, and getting at all close to 
them is difficult. If you can open channels with them, however, they can provide a wealth of 
information vital to the further development of the story, including the location of the Vats, 
something of the history of the war, and a story about something called “the Forgotten 
Base.” The player will also be abie to obtain some radiation chems here, vital if he is to 
explore The Glow. 


Size: Small 
Rating: Important 


‘ Point: The Brotherhood provides crucial information, including the location of the Vats. Vree 
1e can give the player a holodisk with which he can defeat the Master at the end of the game. It 
N is also affords an excellent opportunity for the player to improve his skills and to acquire new 
and better weapons. 


Secrets 


® To join the Brotherhood, the player must go to The Glow and retrieve the 
Brotherhood holodisk from a body on the upper level of that facility. 


€ Once the player is an Iníitiate, he or she can pick up lots of character-building 
extras. Stop by the unarmed combat demonstration on Level 1, and listen in. 
Your character will get extra unarmed and melee combat skill points. Talk to 
| Vree on Level 3. She can help you improve your Science Skill, will « 


The Glow 


Description: On the surface, nothing is present but a large hole in the ground, plus enough 
radiation to make you quite sick in a short period of time. At first glance, there is no way to 
enter the crater. Below the crater, however, are six underground levels of a military base or 
research center destroyed by a direct hit during the war. The upper levels were penetrated by 
the warhead, but the lower levels are all intact… though still highly radioactive. 


Once a military base, there is nothing left on the surface but a radioactive crater. If the player 
can reach the underground levels, he will find a holographic disk which is the artifact Cabbot 
at the Brotherhood of Steel told him to find. If the player retrieves that disk, he will be admit- 
ted to the Brotherhood. Also present is a research laboratory with a large, broken flask or 
glass container. The deadly FEV virus was contained here until the nuclear strike, when it was 
accidentally released. The virus is responsible for the mutation that creates the super-mutants. 
Also available on these levels are some of the most powerful weapons and armor available in 
the game. In addition, information gathered here will tell the player what caused the 
Apocalypse and let him learn the truth about of the mutations. 


Size: Large 
Rating: Very important 


The Point: Key information must be gathered here. The disk, found on a dead body on the 
upper level, will let the player join the Brotherhood, where key weapons and information can 
be acquired. Computers and holodisk recorders can be accessed to learn a great deal of back- 
ground information. And finally, this is a good opportunity to stock up on the really heavy 
arms and armor for the big push to the story’s climax. 


Secrets 


€ To enter The Glow, the player must have ropes acquired by barter from Seth 
early in the game, at Shady Sands, or elsewhere along the way. Use the rope 
on the steel beam on the west edge of the crater. 


9 There are numerous secrets to be uncovered in The Glow. Check every comput- 
er, every level, every room, every body. Be alert for color-coded pass keys with 
which to operate the elevators, for holodisks that contain useful information, 
and, of course, for weapons and energy cells. 


The holodisk that will admit you to the Brotherhood is on a body on Level 1. 
A yellow pass that operates the yellow elevator is found on a body on Level 1. 


A red pass that operates the red elevator to Levels 3, 4, and 6 can be found on 
a body in the northeast room on Level 2. 
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in the room in the southwest corner of Level 4, 


A blue pass for the blue elevator to Levels 4, 5, and 6 can be found on a body _ 


€9 The generators in the Operations Center on Level 6 can be repaired to restore 
power to the blue elevator and the lights. 


€9 Holodisks containing important information can be found in various lockers. 


The Angel's Boneyard 


Description: A vast area of ruins that includes several specific sites: Adytum, the Gunrunners, 
the Blades, and the Followers. 


Each of these sites introduce subplots that can spill over to other sites. The Followers can give 
you access to a spy inside the Cathedral and can provide you with allies for an attack on the 
COC. The Gunrunners are a good source of high-end weapons. Momma Deathclaw provides a 
chance—a dangerous one—for building up your Experience Points before your last big push. 
None of this is absolutely vital to the successful completion of the game, but the various sub- 
plots can keep you busy here for a long time! 


Size: Each individual site is small. Collectively, they cover a large area. 
Rating: Unimportant 


Point: These areas provide the player with recruits and allies, new weapons and equipment, 
Experience Points, and a chance to rest and recuperate before the last big battles. 


Secrets 


€) There is a Followers spy inside the Cathedral named Laura. She can only be 
approached if you first contact Nicole, the head of the Followers. Nicole will 
tell you how to contact Laura, using the code phrase “Red Rider.” 


€& Jon Zimmerman, in Adytum, will ask you to avenge the death of his son by 
killing the leader of the Blades. In fact, the Adytum Requlators killed 
Zimmerman’s son, and the Blades are innocent. 


7e Warning! The Blades look like ordinary people, but they are tough, extremely 
hard to kill. Don't pick a fight with these people unless you want a real battle 
on your hands! 


es Instead, you can help the Blades free Adytum from the tyranny of the 
Regulators. To do this, you must enter the game map east of the Blades’ HQ 
and west of the Gunrunners’ warehouse and eliminate all of the Deathclaws 
you find there… including the mother Deathclaw and her eggs in the base- 
ment level of the large room. This allows the Gunrunners to arm the Blades 
for their attack on Adytum. 


& If you wipe out the Deathclaw infestation, the Gunrunners will reward you by 
letting you choose a weapon or some good armor from their stock or you can 
arm the Blades. You can also return to their old location after Adytum is liber- 
ated and pick up whatever they left behind. 


The Cathedral 


Description: A huge and gloomy cathedral controlled now by the Children of the Cathedral. 


The Cathedral is the headquarters of the notorious Children, who, in fact, are servants of the 
Master. Morpheus, the head of the Children of the Cathedral, is one of the Master's most 
important officers. 


Size: Small 
Rating: Vitally important 


Point: The Cathedral provides the player with his sole access to the Master and is, therefore, 
vital to the successful completion of the game. It also offers a chance to rack up some more 
Experience Points by killing Lasher and Morpheus, as well as some weapons, equipment, and a 
purple robe that you can use later as a disguise. 


Secrets 


€) The Followers spy inside the Cathedral is named Laura, and she can only be 
approached if you first contact Nicole, the head of the Followers. She has a red 
pass key to the door behind the altar and can get you in to see Morpheus. 


€9 Lasher has a red pass key also. If you kill him, you can get the key and his 
robes, which are very useful as a disquise later on. You can also talk him into 
giving you the key. 


€S You can also get a purple robe from the Followers. 


5 if you can kill Morpheus, you can get his black pass key, which gives you access 
to the secret door leading to the Master's Vault. If you do not contact Laura, 
you will have to either kill Morpheus and take the key, or talk him into taking 
you to the Master. 


€9 The secret passage leading to the Master, which can only be accessed by the 
black pass key, is hidden behind a bookcase in a room behind the altar. 


€9 The secret passage leading to the Master, which can only be accessed by the 
black pass key, is hidden behind a bookcase in a room behind the altar. There is 
a hidden Nightkin in the corner, armed with a really big gun. If you are not 
wearing robes, or have one of the COC badges, then you will be attacked as 
soon as you walk in the room. 
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The Master's Vault/The Master 


Description: A vault hidden beneath the Cathedral. It can only be accessed by way of doors 
hidden behind the Cathedral’s altar. 


This is the headquarters of the Master, the mutant human-computer hybrid who plans to 
turn all pure-strain humans into an army of super-mutants, with which he intends to conquer 
the world. He once was human but was transformed into what he is now through exposure 
to the FEV virus. 


Size: Small 
\ Rating: Vitally important 


Point: Though you must also destroy the Vats, the central point of the game is to penetrate 
this vault and kill the Master. 


Secrets 


€$ One level down from the entrance to the vault is a room to the northwest 
containing several gibbering, obviously insane psychics. A psychic nullifier, 
taken from the psychics, can be used to protect the player from the effects of 
the Corridor of Revulsion. 


€) The Master can be destroyed in any one of three different ways: Give him the 
holodisk from Vree; go to the basement and use the Lieutenant's arming key 
or your Science Skill on the bomb controls; or kill the Master in combat. If you 
choose the third course, it is best if you attack with a number of allies, if you 
use the most powerful weapons you can muster—Gatling lasers or miniguns 
are best—and if you wear a StealthBoy unit to make it difficult for the Master 
to use his Perception to acquire you as a target. You should make targeted 
shots to increase your chance of doing some serious damage. 


ra 5 if you elect to use the nuke in the basement, you will need to slip through a 
room filled with super-mutants to find a hidden switch and turn off a protec- 
tive force field in front of the elevator. You will then need to kill two heavily 
armed quards outside the room where the bomb is kept. 


© Once you've set the bomb or destroyed the Master, you have about four min- 
utes. Run! Remember that every turn in combat is a waste of five seconds. 


Military Base/The Vats 


Description: A former military facility now taken over by the super-mutants and used for their 
purposes. The upper two levels are known as the “Military Base,” while its lowest two levels 
comprise a former secret research facility now known as “the Vats.” ie 


From this base, the super-mutants launch their raids against passing caravans. The, “antaint 
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super-mutant base is a serious danger to all surrounding communities, as well as the caravans. 
The player will have to destroy this base to eliminate the threat. 


Size: Medium 
Rating: Vitally important 


Point: This is one of the two key locations vital to winning the game. Destroying the Vats and 
the Master both are necessary for achieving a complete victory in Fallout. Eliminating the 
Lieutenant and the Vats also let the player accumulate a lot of Experience Points and acquire 
numerous good weapons and equipment. 


Secrets 
€ The Lieutenant has his headquarters on the lowest level of the Vats. 


€& Robots on the Military Base upper level can be reprogrammed to fire on one 
another or on super-mutants, while a Mr. Handy robot on the lowest level of 
the Vats can be reprogrammed to continue its cleaning duties, which can help 
the player enter the Vat Control Room. 


© A conversation between the Lieutenant and VanHagan reveals that the Master 
knows about Vault 13 and will soon take steps to capture the pure-strain 
humans there. 


5 A great many useful weapons and items of equipment can be acquired in the 
base and Vats levels; radios can be used to confuse the super-mutants and to 
turn force fields off, while StealthBoy units can make the player all but invisi- 
ble. 


€9 There is a nuclear arming key in the locker beside the Lieutenant that you will 
need if you decide to destroy the Master by setting off the bomb in his basement. 
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Your choice m largely bo en, by what information you 
have, and pe à courso of action you doeide to gollow. You will 
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PEPR The World of Fallout 


lette Presented here is a map of the world of Fallout, showing the rela- 

see 

OEE RAAR BE EERE tive locations of each site. On foot, you'll be able to travel across 

ÜnRKeRSERETS EK lee p 

INEEENSENE EEEASNUNENN the terrain at the rate of roughly one square per day… a bit slower 
OPEN |L in the mountains, and a bit faster in the cities. 


Fallout: A Quick and 
ELLE A Dirty Walkthrough 


The following section provides an extremely brief and unadorned 

walkthrough of the entire story line of Fallout. Note, first of all, 
that this is only one of a number of possible different story lines 
that can result in victory of the player. Note, too, that a player who has not spent sufficient 
time honing his or her combat kills or improving such skills as Small Gun Combat or Speech is 
not going to be able to face opponents like the Deathclaw, super-mutants, or the Lieutenant. 


| 1. Leave Vault 13 and proceed to Shady Sands, in the desert between Vault 13 
and Vault 15. 


2. See Aradesh, and talk to Seth at the front gate. Get Seth to take you to the 
Rad Scorpion caves and kill the Rad Scorpions. Return to Shady Sands and give 
the tails to Dr. Razlo. Take the antidote if you need to heal poison damage 
after the fight. Barter a knife and a flare for a rope from Seth. Talk to the 
mercenary in the guard house, in order to learn the location of Junktown and 
the Hub. 


3. Go to Junktown. Go to Doc Morbid's and sneak, talk, or fight your way past 
Cougar and Flash, the two mercenary quards. Find the secret lab in the Dase_ 
ment and explore it, eu) what you can. When Gretch finds you ki ie vr | 


. Go to the Crash Pad. Take a room from Marcelles. When a raider tries to hold 


while he is present. Use your Traps skill and Lockpick skill to open the locker and 
take what you can. Sell some of your excess loot for bottle caps, but keep the 
SMG. 


. Talk to Killian and help him thwart the assassination attempt. Take the assas- 
sin's hunting rifle. Agree to help Killian against Gizmo. Go to Gizmo's, use the 
bug on the desk or use the tape recorder, and get Gizmo to hire you to assassi- 
nate Killian. Return to Killian and reveal Gizmo's plot. Take your reward, then 
go find Lars near the front gate and volunteer to help him against Gizmo. Kill 
Gizmo. Barter some of the loot you've acquired so far, such as the assassin’s pis- 
tol, for bottle caps. Go back to Gizmo's and check the bodies and the lockers in 
the bedrooms for loot. 


Sinthia hostage, talk him down or pay him 100 caps, if you've got them. Play 
out other subplots, such as the Skulz and Trish, to improve your Speech and 
Combat skills and to increase your reputation. 


‚ Leave Junktown and travel to the Hub. Talk to all of the people you can and 
learn what you can, especially Butch Harris at the Far-Go Traders, Beth at the 
Weapons Store, and Harold, the old mutant in Old Town. Ask about the 
Necropolis, if you have the chance, to get that city’s location on your Travel 
Map. Visit Butch Harris and sign on with a Caravan as a guard on a run to the 
Brotherhood of Steel. While you're waiting for the caravan, spend the time 
completing various subplots, including Loxley and the Gauntlet, Bob and the 
Iguana-On-A-Stick concession; and, if you feel up to it, try breaking into 
Lorenzo’s and stealing the contents of his safe. Use your Traps skill to get past 
the booby traps, both in the Gauntlet and at Lorenzo's Friendly Loan Company. 
Meet with the Water Merchants and arrange for water shipments to the Vault, 
but remember that each caravan going to your home Vault will bring closer 
the day the Master discovers its location. Use the money you earn, blackmail, 
or steal to buy the best weapons you can, including explosives and hand 
grenades, if possible. 


. If you feel ready for the challenge, talk to Harold again and get the location of 
the Deathclaw cave. Kill the Deathclaw, using explosives and the best weapons 
you can muster, and retrieve the holodisk from the super-mutant skeleton. 


. When the day comes to join the caravan, do so. If you are attacked along the 
way, use your newly acquired firepower to kill the raiders, then check all of 
the bodies for weapons, ammo, money, and armor. 


. Leave the caravan at the Brotherhood. Talk to Cabbot at the Brotherhood 

entrance in order to get the location of The Glow, which is where you have to 

go to get an artifact that will allow you to be admitted to the order. Kr 
en 


11. 


12. 


13. 


14. 


‚ Goto the Necropolis. Avoid the ghouls at the motel by going down a manhole 
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in the street, and follow the sewer in a generally northerly direction. Find the 
Ghoulish Underground, a safe haven. Talk to one of the ghouls and get the 
equipment you will need to repair the water pumps. Travel east, then north, 
and find another secret door to a passageway to the east. Make your way 
through a rat trap, turn north, and find a large room with many bodies in it. 
Search the bodies to find a plasma pistol. 


Return to the main passageway and go north to a ladder going up, which 
brings you out inside a long, narrow secret passage inside the Hall and just 
behind the throne of the Ghoul king. Use your Traps Skill to get past a booby- 
trapped secret door into Set's private quarters, and steal what you can from 
the room. Be careful of traps! Emerge from the room into the main hall and 
approach Set, the Ghoul king. 


Talk to Set. Be respectful and ask what you can do for him, when you get the 
opportunity. Accept his offer of a job to give the super-mutants at the water 
shed a “dirt-nap.” Leave the Hall, and find the sewers going north, either by 
returning to the secret passageway behind Set's throne or by going to the 
building at the southeast corner of the map and finding a sewer access in the 
southeast room. Emerge inside a building south of the water shed. 


Enter the water shed and confront Harry, a super-mutant with a chain gun. 
You can confuse him by claiming to be a ghoul, and slip past him and his 
friends who are in a nearby room, or you can engage him in combat. Killing 
him without being killed yourself will be tough. Use your best weapons—espe- 
cially your SMG set to burst fire—and explosives, if you can. Try killing the two 
super-mutants outside the watershed first to cut down the odds. Try using 
grenades to cut Harry down to size, and try leading him and the others into 
the alley between the watershed and the small, square building, stopping to 
fire when you get the chance. Take Harry's laser rifle and Barry's flamer. Check 
the bookcases in Harry's room for loot. 


Follow the passageway through the building, past the water pumps and up to 
a tiny room in the southeast corner, where a manhole leads down. Go down 
the ladders two levels and emerge in a cave outside an underground vault. Go 
into the vault, find the elevator, and go down to the second level. Go to the 
command center where you see the lights of operational computers, use the 
computers, and retrieve the water purifier chip. Retrace your steps; if you 
slipped past the super-mutants before, you will have to move quickly to get 
past them a second time, since there is only one door to the building. If the 
mutants are dead, take the time to check bookcases and other possible hiding 
places for more weapons, ammo, and equipment. Use the equipment, from the 
aken to é a the water pumps in the watershed. $ 
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15. 


16. 


17. 


18. 


19. 


20. 


Return to Set and claim your reward. Leave immediately for Vault 13 and give 
the Overseer the water chip. 


Set out now for The Glow. Take Rad-X along, if you've been able to pick some 
up, to counteract the radiation. If you haven't found any Rad-X, try going first 
to the Boneyard, and make your way to the Followers’ Hang-out. There's some 
Rad-X in one of the lockers on the west side of the building. Stop before you 
reach The Glow and take the pills to lessen the harmful effects of the radiation 
when you first arrive at the crater. Use the rope from Shady Sands on the steel 
beam and descend into the crater. Search the bodies on the top level. One will 
give you the message that you have found what you need for the 
Brotherhood. Go through the entire base. Check every body, and operate every 
computer. Learn everything you can about the FEV virus, the war, the mutants, 
and anything else you can turn up. A yellow pass can be found on Level 1, a 
red pass on Level 3, and a blue pass on Level 4. You'll need these to operate 
the various elevators in the facility. Check armories and storage closets for 
weapons. Use your Traps skill everywhere to warn of possible booby traps. 


Return to the Brotherhood. Give them the Brotherhood disk to become a 
Brotherhood initiate. Stay with the Brotherhood for a time, talking to every- 
one you can and learning everything possible. Talk to Vree and warn her about 
the Master and the coming invasion. Receive from her the FEV disk with which 
you will be able to defeat the Master. If you have not already done so, accept 
the mission to return to the Hub and free the Brotherhood initiate being held 
in Old Town. 


Spend time at both the Hub and with the Brotherhood, improving your skills 
and acquiring weapons and equipment. When you are ready, head south to 
the Angel's Boneyard. 


Depending on how you want to play out the end of the game, spend time in 
the Boneyard, acquiring information and/or members for your party. If you 
plan a military attack against the Children of the Cathedral, find Nicole at the 
Followers’ HQ and enlist her help. Agree to her suggestion that the Followers 
can provide a “diversion.” When you get to the Cathedral, a number of 
Follower scouts will be on hand to help you out. 


Go to the Cathedral. If you go alone, scout the place out. Find and kill Lasher 
in a room in the northwest corner, and take a red pass and his purple robes. If 
you go with some of the Followers, they will attack the Children when you 
attack Lasher. Wipe out all of the COC chanters and mercenaries on the main 
level, but don’t attack the forces in the tower. Try slipping upstairs in disguise, 
find Morpheus on Level 4, kill him, and take his black pass. You may wish at 
this point to scout the Master's Lair. Wear Lasher’s robes as a disguise. Use the 
black pass to open the door behind the altar, and find stairs going down. hi” 
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the secret door behind a bookcase without dust—or slip through when a pur- 
ple-robed messenger comes out. Make your way through a cave to a vault 
door guarded by super-mutants. When they challenge you, tell them you're on 
a mission for the Master, and they will let you pass. 


21. If you scout the Master's Lair now, do not try to challenge the Master yet. 
However, find a locker next to an elevator on the lower level in the northwest 
corner, in a guard room filled with super mutants. There should be a 
StealthBoy inside the locker. Take it! It will help you penetrate the military 
base—your next objective. 


22. Go north to the Military Base, which is located approximately two weeks’ 
march west of Vault 13. If you plan a military attack, stop at the Brotherhood 
HQ on the way and see if you can recruit troops to help you out. 


23. At the Military Base you can use your army of allies to divert the super- 
mutants, or you can create a diversion of your own with explosives on the 
fence perimeter. Or don your purple robes, or a StealthBoy, and try walking 
right past them. One way or another, kill or trick the super-mutants on guard 
in the enclosed area, and kill the super-mutant standing by the door in the 
cliff. Searching him will give you access to the code that opens the door. Take 
his radio, as well as another radio from one of the other dead mutants, if 
available. If you can only find one radio, you will need to search inside the 
base to find a second. 


24. Slip inside the base using the purple robes as a disquise, or using the 
StealthBoy to sneak past the guards. Make your way to the Force Field Control 
Panel on the east side of the first level. If the base is not on alert, some pas- 
sages will be blocked by amber-colored force fields that you can move 
through—slowly—after taking some hits. If the base is on alert after your 
attack outside, some passageways will be blocked by green force fields, which 

à are impenetrable. One computer—the one on the left—should present you 

with a message indicating that it is a field control computer. Use your Science 

Skill on this computer repeatedly, until you gain access by playing a game of 

Hearts. Use one of your radios on the console, then use the other radio. You 

will find yourself able to toggle the green force fields on or off, as needed. 


25. Make your way to the robot control computer, also on the first level, hack 
your way in using your Science Skill, and reprogram the robots. If no alert has 
been given, try setting them to “no pests” so that they will not fire at any tar- 
gets, including you. If the alert has been given, or if you would like now to 
sow confusion throughout the base, try setting them to “large pests,” which 
will have them attacking the super-mutants. 


26. 


27. 


28. 


29. 


30. 


31. 


Take the main elevator down to the Vats, Level 1. Use your Traps Skill to make 
your way through the Security Corridor. Go to Security Elevator A and take it 
down to the Vats, Level 2, Go to the outside of the Lieutenant's room and lis- 
ten in as VanHagan tells the Lieutenant that the Master has discovered a new 
source of pure-strain humans—Vault 13. Kill the Lieutenant, using the heaviest 
firepower you have. Be sure to search his body and take whatever you find. 
especially a nuclear arming key. 


Find and repair a Mr. Handy robot. Program it to continue its cleaning detail, 
and follow it as it opens the force field to the Vats Control Room. You can 
either use the Vats computer to destroy the Vats, or you can place a charge of 
explosives on the control panel. Give yourself six minutes to make good your 
escape. If you try hacking your way into the system, use the option to continue 
hacking to get a detailed explanation of the codes. If you don’t have an option 
for more hacking, your Intelligence or Science skill is not good enough. Use the 
explosives instead. Either way, leave as quickly as you can. Escape by taking the 
Exit Grid outside the base entrance. Don't hang around to watch the fire- 
works! 


With the Vats destroyed, return to the Cathedral again. You should still be 
wearing your robes as a disguise. If you haven't done so, find Morpheus at the 
top of the tower—up the stairs behind the red-pass door—and kill him, taking 
the black pass. If you've already scouted the Master's Lair, you know the drill. 
Return to the lair, taking the most powerful weapons you have. A rocket 
launcher, with lots of rockets, is a good choice. 


Go to the underground vault and go inside. Take the main elevator to the first 
level. Find the room of gibbering psychics in the northwest. Talk a psychic into 
lowering the force field and giving you a psychic nullifier unit. 


Take the main elevator down to the second level. Go through operations and 
up the Corridor of Revulsion. The psychic nullifier should minimize the corri- 
dor's effects on you. If you couldn't get a nullifier, keep pushing ahead, taking 
hits. 


Meet the Master at last. Engage him in dialogue, give him Vree's holodisk, and 
let him realize that all of his work has been in vain. Exit the base quickly as the 
Master spectacularly self-destructs. Alternatively, you can make your way past 
the waiting super-mutants in their quarters and take the reactor elevator 
down to the reactor level. Kill the guards, then use the nuclear key taken from 
the Lieutenant to arm the bomb you find there. Set it to explode in six min- 
utes, and then get out before all hell breaks loose! 


Congratulations! You've made it all the way through Fallout! 


Now go back and try again 
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‚ but this time, see if you can find another path that will get you kr 


The problem with walkthroughs in this kind of computer role-playing game is 

that what worked for the authors of this guide may not work for you… or you 
may have your own ideas about how things will best work out. And you could 
very well be right. 


This chapter is provided to give you a feel 
for how a “typical” game of Fallout might 
unfold. Keep in mind that no two games 
are going to come out the same, if for 

no other reason than that a hit in one 
turn of combat may be a miss in anoth- 
er… and on such chance throws of the 
electronic dice do characters live or 
die, succeed or fail. 


The character is Tanya MacMillen, 
better known as “Blade,““and‘her’” 
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Ahing looked \ike a Scorpion. except for the Size. God, except for the Size! If Someone had 
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Day | NE er 5 
5 December, [so days to go hen: 


Welt, Î've got to Start thif journal Somewhere, and it might af well be in the beginning. ld 

thought | waf ready, after all the training and lecture{ and mental preparation and 

ftuff, but when the time came at last and the Óvergeer told we just what it was | had to \ 

do Outside, | damned near gave up right then and there. | mean. Outside! No one who TM 
ever left the Vault haf ever come back to tell u{ what t{ like out there, but everyone \ | 
knows that Outside ig a place of radiation and Sickness, of death and horrible mutant 

wonfterf. Living Outside, with the Sun beating down on yow, and weather and Stormf 

and. uutreated water and no Vault Law … it 6. #€{ unnatural!- 4 


Day 8 
jz December, 143 days to go 


The defert{tretche{ on forever, it feems, with the Sun blazing down at you out of the {Ky 

uutil you wonder how your anceftorf ever could have lived Ôutíide. | mean, the old ek 

records all Gay that they did, but how they ever ventured out of their Safe, Shettered 
Vault to do whatever they had to do out here i beyond me. Certainly, no {ane person 9 
could want to live like thif. | 


| had a real Scare last night. Travel in the cool of the evening Seemed a better bet than 
braving that bliftering (un, and | wa{ making good progres{, too, until the… the thing er 
appeared out of nowhere. 


ve studied book about life on the Outside, of course, af part of my preparation. This 


defcribed that black, armor-plated monster to we last week, | would have (aid {he waf 


long, with another couple of meterf in that tail with it{ deadly, poifon Sting curled high 
over the back. 

| didwt think creatures with an exofkeleton could grow that big, and. | $ufpect that there 
must have been (ome really radical mutation to allow that kind of growth. It {kitte er on tk 
toward we on clicking, jointed legí, with great, black claws waving in front of it face, Wies “ | 
each almost half af long af | am. | {uppose Max Stone or Arnie or one of the other warrior- | 
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types back ín the Vault could have {tood toe-to-toe with that monfter and digpatched it 

with a few well-aimed Shots, but | elected to choofe the better part of valor. | mean, the „ 
Vault if-counting on me to find that water purifier chip, and lm not goïng to be able to 

help them if wa reduced to a pile of Scorpion-gnawed bones in the Sand. | ran… and | used 
every Stealth trick ve been taught to blend in with MY background and Slip away. The 
monsters let we go. Maybe they figured there wa{nt enough meat on my carcaf{ to be 

worth the effort of a chase. [Ul never know. 


What | do-knowt if that thif if a terrifying wórd out here, one that { gone through a lot 
of changes the past eigkty years. My furvival[wmd land with it, the (urvival of my 
Vault — hangí on the Slenderest of ite 


Day to Js 
14 December, 141 days to go 


Today | reached Vault 15, the vault nearest my own, and the place the Óverseer (uggested 
would be a good place to start wy Search. The place was completely buried; | found a 
Kind of Sewer hole with a \adder inside a corrugated tin Shack in the defert that led to a 
cavern, and uot far from the ladder was the vault. 


| did t find much. vulesg you count the infestatiou of wutated rat{ and… other, more 
difturbing creatures. There{ one thing about half af big af | am that look like a hideous 
combination of rat and mole, but far bigger than either of thofe creatures. It wa{ wait- 
ing for we inside the Smafhed-open airlock when | Stepped through, and it{ bite waf Sav- 
age and painful. | pumped four rounds into the thing before it stopped trying to reach 
we, and two wore bulletí did a number on the wall (omewhere in the darkneff. | killed 
it, though, before it killed me. Defpite the wound, the knowledge that | could deal with a 
monfter like that mole-rat helped we pull my head together and keep going. | ufed one of 
my Stimpak to help the healing along. 

The vault waf a total wafk-öut, ‚though. The outer door was broken off and lying on the 


cavern floor. It loóked-like thi{ place waf abandoned a long, long time ago. All the Supplies 
were gone, and Ehe duft ander web and rubble Suggested that no one haf been ín here 


for many, many years. No water purifier chip, either. All the computer{ are long dead, 
and the water pump{ are buried under debrif from an old cave-in. | fearched af long af | 
could, tigtoeing cautiously past mutant rat and a few clofe kin to the wole-rat thing 
that jumped we in the airlock. 


| 


Well, Tanya, you didut think it wag going to be that easy, did you? Ône thing. Ón 

way here through the defert the other dav, | thought | noticed fomething off in the dif- 
tance, just South of my line of march and about halfway back to Vautt 13. Il couldut (ee 
much detail, but it looked like building, and there migkt have been (ome (woke rifing 

from the place. Smoke could mean cook firef, and people. 


| think TU try to reach the place on wy way back to the Vault. 5 all | have to go on now 
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Day 14 
18 December, 137 daystogo ê 


The name of the place if Shady Sands. toa quiet little place, where dirty children run 
and Shriek ín the broad, dusty ftreet{, and the people go about their bufine{s with a ftolid 
acceptance of fate. | dont know for Sure, and the refidents of Shady Sands cant help me 
much, but | cant help but wonder if these people are the defcendants of folk{ who left 
Vault Is wany yearí ago. 


The leader of the community ig Aradefh, a nice enough old guy with a {ing-{ong voice 
and a healthy mistrust of outsiders. Hi daughter, Tandi — the future ruler of Shady 
Sands, from what | hear — if lively and outgoing and bored (tiff with life in this quiet 
oafig (ettlement. 


Life here really doefnt Seem to be too bad. They face two main problems. Rad Scorpions — 
apparently the fame af that God-awful walking nigktware | encountered în the defert — 
occafionally Kill and eat fowe of their brakming, the odd-looking, two-headed cow they 
use for food and transport. And there are Some human predator{ nearby, raiderg calling 
themgelvef the Khans, who (ometime{ come to carry off brahming or women, and there{ 
zot a lot the local guard can do to protect the place. 


| talked for a while with Seth, who waf Standing guard at the front gate. He told me 
‚ Something about the rad Scorps, and | got the feeling he might be willing to take we to 
the cave where they breed to help him clean them out, if | offered. He algo indicated a 


a willingness to bargain. | traded him a knife and one of my flare{ for a couple of lengths 


of rope. | thought that if | waf goîng to be Scrambling around. infide of cavef, Some good A 
ftrong rope might come in handy. 'w just about recovered from the wounds | suffered . 4 ke 
from the wole-rat; Razlo, the local doctor, took a look at we and {aid all | needed heen rdf pe | 
Some reft. So maybe tomorrow … | | A 


a Zh 


Bk Day Is \ 
ee} 19 December, 136 days to go 


p | | cant help wondering why | voluuteered for thif. Maybe it just that | need to face my 
/ own fears, and my own measure. Dunno, and questions like that are for the mind- 
tweakerf rai But | decided to afk Seth to takerme to the rad Scorpion cavef. 


hiep ua way. | need thefe people{ cooperation and. their help if in to get 
another line óM a water purifier chip. f | help them with their problem, maybe they U help 
we witk-mine. 


The cavern reminded me a lot of the cavel otd my home Vault, but | could hear the 

| | dicking and {cuttling of large, dattering thingí living 1 thing moving inside af | drew my 

p pistol and plunged into the gloom. At least | didn't have to worry about rats. All of the 

| ratí living in thi{ cave must have been eaten by the Scorp{ agef ago. Ôr maybe its just 
that rat{ are (mart enough not to go into place{ like that. 


| The Scorpí, actually, weren t af bad af | thougkt. | walked up doge to one, fired twice, 

En then ducked af that barb-tipped tail flashed through the aïr and narrowly wmisfed my 

ál head. | fired twice again, and in a wowment, the great, black, armored hulk waf fcut- 
ting for \afety, a hideous, Stinking ichor leaking from a dozen wound. | followed. 


| will never forget that defperate, tangled combat in the bowelf of the earth. At one point, 
four of the monsters were dlofing on me. | took a couple of hití, a nasty Slash on my arm 
and another on wy leg, but | want poifoned, thank God, and | kept blasting away at 
thofe monftrofitief af they clofed ín. 


| was badiy wounded by the time | dragged myself frow that cave, but my Second. Stim- 

pak kept me going. The Scorp{ were dead, all of them, and | alfo had a buudle of rad Scorp 
| tails sliced from their loath{ome carcaffes with my knife. Kazlo, ld heard, Waf trying to 
De get a Scorp antivenin, and maybe these would help. 
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Day j6 a 
zo December, 155 day to 90 


pe | was kind of a minor celebrity around Shady Sands after | returned from the rad {corp 
cave. The people were friendlier and wore open, and they told me about {ome other cities 
down South of here… Junktown, and a place called the ne: kt definitely looks like [U 


nn. Wd nt / hen nnn | 


learned, gets it water from a well out in the garden, fo they dont have the faintest i 
what I'm talking about when | afk about a chip. 


| So | gues{ )unktown ig the next Stop on wy itinerary, just af Soon af my wound{ are healed. 


zi December, 134 days to 90 


Foffibly the happieft person in Shady Sands after wy return from the Scorp cavern{ was Dr. 

Razlo. The poigom [4 taken had been eati ng at we, making we weaker and weaker, and | 

knew it wouldut be long before | wouldut even be able to Stay on my feet. | handed the 

Doc thofe hacked-off Scorpion tails, though, and he Said (omething about needing the fací 

for the antidote he was working on. Before too long, he handed we a bottle of golden liq- 

uid and told me to drink up. Tafted like. well, | wout (ay what it tafted like, but it 4 

Stuff like that that'{ the reason God invented water purifier chips for the Vaultí. In an 

kour or two, | waf feeling better, though, and today | feel just about back to my old elf. 

Razlo{ a ëurt and curmudgeony fort, a funny old duck, but he Sure af Vault lock 

know{ kif rad-{corp antidotes! __ 


have to check thofe places out if I'm goïng to find that purifier chip. Shady sauds, sl 


on 
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Day 25 
zg December, 126 days to go 


—_— Junktowu! bigger than Shady Sands, and faster paced. There were a couple of armed 
guardí at the front gate who warned me not to wave wy weapon around in town. They 
were there, they Said, to maintain the law, and | could tell they meant it. ie 


‚_Flrgt place | went waf a joint named. Killian’ a kind of general (tore. Turned out to be V 
run by Ki Ki Wien Darkwater, the local ° ‘waygor” — a {illy word that (eem{ to mean about ak | 
the Same af “Overgeer.” He feewed like a nice enough fort, in a dark and kind of referved £ … 
way. While | was talking to him about the local figkt{ and attractions, though, another 0 ES 
character walked into the place, gave we a Sneer that chilled my blood, then pulled out en 
pistol and started blazing away at him. 


Killian and | both had our weapons out ín an instant, and the Sudden crof{fire confused 
the guy, | think. He fired again at Killian, hi then went down KS Spray of blood af — ke, 


rn 
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P the two of us concentrated our fire on him. 


God, were people in the Outside just plain Schizzed off? Reaction {et in and | Started Shak- __ * 
ing. Killian just Shook kig head. “Thanks for {aving my life, he (aid. “Mighty brave thing 
to do.” 


Brave? | didn't feel brave, not then, not when I'd drawn my weapon. ld just. reacted. 


“Looks like we got ourfelvef a situation here, Killian went on. “1 know Gizmo behind 
thif, but laenbrroof. Interested in helpin 7” 


| asked whö, ór What, a Gizmo wal, and learned he was a two-bit crime bof with delu- 
fons of grandeur, a petty criminal wio wanted to eliminate Killian and take over the 
town. He ran a cafino, Gizmo, and was behind woft of the crime and {hady operations 
in the place. 


' thought about it. I'd been impre{fed by Killian Darkurter and wore iwpresfed Still by the 
guardí hed trained to maintain law and order. wm in, | told hiw. 


He gave me a couple of gadgets, a bug and a portable tape recorder. The iden waf that 
fince Gizmo didut know me like he knew all of Killian; people, he might be willing to open 
up in front of we with a bit of bragging… or waybe the offer of a job. The crime bog, it 
turned out, waf always in hif office in the big cafino on the west fide of town. 


He waf a great, fat, pig of a wan, three hundred pounds at least, with beady little eyes 
that Showed both greed and {ugpicion from deep within the flefhy folds of his face. 
Cagually, | leaned forward on hif defk, carefully | Slipping the bug beneath the corner afl 
did go. “Tw here to tell you your a{a{sin failed,” | told him without preamble. 


Gizmo pretended that he didnt kuow what | waf talking abóut, at firt, but bit by bit | 
drew him out, until he flat-out offered me a thousand capí to Whack Killian. “Af proof | 
want the dog tagf Killian wear{ around kif neck, Gizmo {aid with a grea{y chuckle. 


Back at Killians, though, | told him d planted the bug. Killian left for a moment to li- 
ten ín, and came back all (mile{. “That { the first time ve been glad to hear hif voice!” 
he aid. 


Af reward, he let me pick wrat | winte teln hi Shelwef, and | felected a Shotgun, a real 


beaut, wi ej of hell. id. 

He grinned. “Thanks again!” he (aid. He was kind of hand{ome when he (miled. He 
offered me a chance to go along with hiw and Some of his boys When they ran Gizmo out 
of town. | accepted, of course. | figured it would be worth it, just to see that bloated 
toad try to walk ten feet without affigtance. 


„ found the head of Killian { town militia, a guy named Larí, and together we took 
>_6izmo. Larg gave we soo capí af a kind of reward… and | was able to fell a bunch of 
Stuff back to Killian — inctuding the antique pistol Gizmo had been carrying. 


Bottle capf. That $ the currency they use out here — that and Straight barter. wm going to 
have to collect a bunch of thefe things to get along, | can tell. 


Day 29 

z January, 1z2 days to go | 
kt took another four days to reach the bustling little wetropolig they call “the Hub.” | was _ 
Starting to get worried, because [ve only got three months left to find that water purifier 

chip, and time was trickling away like water on the hot Sand of the defert floor. | was 

beginning to hope, though, because Td been hearing about people at the Hub called. “Water 

Merchants.” Maybe they would be able to help we with wy quest. 


dl 


Ag soon af | hit town, | began looking around, making acquaintances, finding out who to 
talk to. Beth waf the manager of a place called the Weapons Store, and She was full of gof- 
Sip and rumors. She was algo able to tell we a lot about the Water Merchant{… who 
turned out to be the biggest of the big three trading caravans based at the Hub. All three 
caravan{ — the Water Merchantí, the Crim{on Caravan, and the Far Go Trader{ — were in a 
Teal-whirl of worry at the moment, because Someone or fomething had been making 
whole trading caravans Simply di{appear. Beth was convinced that it was a local monster 
known af the Deathclaw… or possibly the predationf of Some kind of religioug cult called 
the Brotherhood of Steel. had 


…— … When | afked about the Deathclaw, (he put me on to another interesting town character, 
an old mutant named Harold who lived in a {hack in Ôld Town. 


‘Harold, apparently, had faced the Deathclaw once, fo | went there to talk to him about it. 
/ _/ 1thought that if | could help the caravans out with their little Deathclaw problem, maybe 
[__they could help we track down the chip. 
| Was in for a real Shock, though. 


Harold looked human enough, except for what could have been a really nasty {kin condi- 
tion. | wondered what had happened to him. You (ee, ld learned about mutations back fw 
the Vault. Radiation cause mutationf when it damagef a perfons e9gf or Sperm, or-the — 
organs that produce them… and then only ín the persons offspring. Thofe old thrillervids 
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and holoflicf howing people zapped by radiation and getting turned into horrible won- 
Ster{ were all pure nonfense. 


But Harold feemed to be the proof that the bookf were wrong, that direct mutations 
could occur, and. did- He claimed that hed been a merchant — a fully human mer- 
chant — after hed emerged from hig vault decades and. decades ago. Hed been exploring a 
place up in the mountains to the northwest, Someplace, When Something had happened to 
him hif expedition Wiped out and him nearly killed. After that, it wa{ almost af 
though me 3 Subjected to ome kind of cancer that Slowly took hold af the cellf of hif 
body reproäMeed., changing him from a human into… thií. 


Contamination. Something, radiation, pofsibly, or a bacteriological agent, existed out 
there in a form that could contaminate a per{on and change him into a mutant, defpite 
everything the textbook{ claimed was possible. 


It waf not at all a pleafant thought. 


me 


Day 30 
3 January, 1z1 days to go 


5 am all too aware of how many other live{ are riding on my life. Each day’ { {urvival on the 
Outside if a victory, and | dont dare take wunecesfarv chance{ that wil cost us everything. 


One thing | decided was necessary wag a {ource of income. Thi{ was never fometking | had 
to worry about in the Vault, where everyone worked at their afsigned ta{k in exchange 
for food, dothing, and Shelter. There, if you dont work, you dont eat, a Simple and 
practical {urvival pkilofophy that | and all my fellow Vault dwellerg were raifed on from 
the cr_che. Here on the Outside, furvival if often a hardscrabble, hkand-to-mouth affair. 
[ve seen lotí of people who manage a marginal exiftence by begging, living off the Scraps 
and charity of paffersby. That not for we. | intend to earn my keep out here. 


At the center of the Hub S downtown arta ig a pole on which are posted job offeringf. Ône 
posting ín particular.caugkt w attention. Butch Harris, head of the Far Go Traders, if deter- 
mined to find out whoor K responsible for the difappearances of all thofe caravans. 


| remembered what Several pet had told we and considered trying to find the 
Deathclaw cave, but | didut feel ready for that challenge yet, not by myself, at any 
rate. | decided instead to hire on with a Far bo caravan that if leaving next Tuesday for a 
place called the Brotherhood of Steel. 


EN Ds On a | 


_ In the weantiwe, | confidered taking out a loan at the Friendly Loan Company, butsthe_ 
‚>_boff there, Lorenzo, Struck we af a thoroughly oil $lecker, bad new{ all around. The S 
interest he charged on kig loan{ would have put me in debt deeper than my Vault’; {ub- 
cellar. He did. give we one useful tip, though, by telling we that a guy named Decker pays 

# good for certain (ervicef. Decker, | gather, if the real power around here. He could be found 
£_at a local watering hole called the Mattefe Falcon. 


Day 31 


de January, [zo day {to go 

| decided to pasg up Mr. Decker f offer. It took fome doing toet past Cain, Deckers afsistant 

in the Maltese Falcon Celgewhere it's Kane], but Lorenzo name feemed to open the door. El 
The job Decker had iin wind, though, involved killing a merchant and hij wife over in the 

Heights Digtrict of the Hub. It would have paid 3,000 Hub Bucks if I'd accepted, but | decid- 

ed that cold-blooded murder-for-hire just wagnt the beft possible career path for me. 

Decker (aid he was difappointed and gave we a rather Strong warning that hif offer was 

confidential, but ít doegnt look like |'m ou his hit ligt or anything. 


The epifode. haf given me a new understanding, though, of life on the Outside, without 
law. Sometimes | earn for my Safe, Secure old life back in the Vault. 
But then, other timef… 


__Thaveto admit that | enjoy the freedom, the Sense of responsibility that come with life on 
the Outside. | just hope | can live up to the trust the Vault and the Óverseer have placed in we. 


day 37 


“le January, 114 days to go 


{ 7 owl fee Why they hire on extra guardí for thefe caravan. They jumped us today, just 

___before we were due to reach the Brotherhood of Steel, a pack of raiderg and human rejects 

= wihô Spread out acroff the defert pass we were moving through and opened fire without 

even a challenge. They outnuwmbered u{, but we, fortunately, had the better weapons! 

had that Shotgun ld gotten from Killian, and when | ran out of $hellg, | {witched to my 
faithful Colt 1o-mike-mike. Running to the left, | wanaged to circle around to the bad. 

guys flank, and that feemed to confuse them. At one point, one of their people fired at 
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Zwe and hit one of hif buddies, and the next thing we knew, (everal of the raider{ were 


blazing away at each other. Half of them had {pear{ anyway, inftead of firearmí, and 
before too long, they were all dead, with only two cafualtief on our side. 


Life on the Outside must be pretty damned tough to drive people to act thi{ way, though. 


Still, 1 checked each of the bodies, diftasteful af that was, and came away with extra 


low ammo, two more piftol{, an ancient rifle held together with wire, and (everal bags 
of bottle capí. | have-over a thousand in cap{, now, enough to keep me goïng for quite a 
while, on f the caps I'm getting for thi{ caravan gig. 


| algo picked ur a black leather jacket — hot outerwear for the defert, | admit, but better 
protection than my blue Vault coverallf: Befides, black leather make{ me look Killer cool… 


Day 38 en 
‚1 January, 113 days to go 


ld been curious about the Brotherhood of Steel. Some of the folk{ back in The Hub obviouf- 
Wy didn't trust them, but they Sounded like interesting people with a penchant for high 
technology — like they worshipped the Stuff, almost. Well, af a Vault brat, | could {ure 
relate to that. If technology ig all that keeps you alive with the howling waste{ at your 
Vautt door, then you tend to think of it in regpectful terms… or even with md a touch 
of reverence and awe. 


The guys who wet us inside the wire enchofure were obviously tech-heavyy and maxed on 
the hardware. Armored {uit{ that made them look like walking tanks… if you know 
your pre-War military tech. Big riflef that had a businesflike look to them. | talked to one 
of the guards, a cute and almost {hy young guy named Cabbot, who told we quite a 
bit even though he said he wasn't Suppofed to talk to Loutfiderf” like we. | waf (0 Surpriged 
at being though an “outsider” that | nearly laughed at him, but | managed to control 
the instinct. Cabbot if nice, in a puppy-dog kind of way. 

The way | figured. it, the purifier châp if high-tech, and that weans the people | have to 


talk to fhould be dine folks | can find. From what | ve learned fo far, that $ the 
Brotherhood 


Unfortunately, they watt take in just anybody. | afked Cabbot if | could join, and he 
got (o excited at the pro{pect of a new face in the Brotherhood that he ran off to talk to 
hig elders. He came back a bit later though to tell me that | would have to paff a little test 
first. Several days travel to the South, he Said, were the ruins of the Ancient Order. Go 


NN | 


kif elderf that Id been there. 

kay, but what? Cabbot wouldut fay… or he didn't kuow. Maybe [U know when | fee it 
= If fee it. 

fl can even figure out what it ig [wm Suppoged to be earching for. 


jé January, 1o8 days to go 


It eemaf like I've been walking forever. After failing to get in with the Brotherhood of Steel, 
| elected to hire on with the caravan for the trek back to The Hub. We were attacked again 
midway, and again we killed our attacker( at a relatively {mall coft to u{. | took a cou- 
ple of round in my leg which Slowed me down, but | Killed two of the cave rat{… and 
one of them was carrying an ugly little Submachine gun that ate 1o-mike-mike and 
fired in flefh-Splattering burst. 


| Scavenged wore ammo, of courfe, another three hundred bottle capf‚ ome more pif- 
tol{— | figured thofe would be useful af trade-în{ and barter back at The Hub — and 
Something el{e. The guy with the (ubgun was wearing body armor, heavy gray stuff that 
provided decent protection frow $mall arm{ fire on hi{ upper torfo; | know that because | 
… had to Shoot him five timef while foweone elfe Shot him four before he went down and 
fta ed down. The armor wa{u t too dinged up, fo | packed away my jacket — with just a 
mall figh; the leather looked fo good on we — and, ignoring the wet, ru{ty Stains, put 
ou the armor. 


it waf heavy, but not af cumsy ag | thought it would be, and, believe me, | felt lotf 
— “afer. 
Besides, this stuff look max-killer higkfafh, too. And, better vet, now | have a machine gun. 


‚there and find... Something. He didu't tell we what. Just via that wird prove en 
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Da 
24 en joo days to go Ve 
Well, bufinefs ig good, even if | dont know exactly where to go next. After | returned to in deli ks 


the Hub, | fold off a lot of the Stuff | picked up in the defert — all of the extra kuivef and | 
firearwas, the leather ads and even the haten ld gotten from Ki an. Ammo waf > | 


mo - : mn Nn —_ mm 


/ getting to be a problem for that thing, and both wy Colt and the SMG take row, either 
full metal jacket or hollow pointí, fo that fimplifief wy reload logistic, considerably. 


Ag for Where to go next, well, ve been hearing lot{ of Storief. There{ the Deathclaw that 
Harold claim to have Seen and evervone ele thinkí ig just a wild ftory. | have to decide 
Whether that option í{ worth the rijk, though. There talk of places, down South, which 
made we think about what (abbot had Said. Ht; called “the Angel's Boneyard,” and it 
{upposed to be enormous, a whole, vaft city big enough to Swallow a kundred Hubí. 


ian el(e down there called “The Glow, and woft people give a \ittle (hudder 
red foli of the eye when they talk about it… if they talk about it. Sounds like 
another (uperftition to we. | think, though, that The Glow ig where the Brotherhood 
want{ me to go. The place if (uppöfed to be radioactive. 
Well, U find out Soon enough. I'm beginning to think | could Set up ín business for 
myself here in the Hub, just hiring on af an extra gum for the outbound caravans and 
felling off the loot | collect from uupleafant Strangers along the way… but the reminder 
on wy PI tellg we ve only got oo days before my Vault-kin {tart dying of thirít. 


| cant abandon them. | cant abandon my queft. 
So, first thing tomorrow, I've decided, I'm Striking out on wy own. 
wm going South. 


Day 55 

2ê January, 96 days to go 

Well, Adytum was pretty much a bu{t. ta Safe enclave, (o-called, ín the midít of the 
vast wilderness of ftark ruin{ called the Boneyard. The people there werent hostile, eXact- 
ly, but they werent friendly either. From what | was able to gather, they ve been having 
problem with a local gang, the Bladef. The coïncidence of that name, the Blades, with my 


nom de vowfage, made we Wonder. f that wa{ why the Adytumite{ were o guarded in 
their reactions towlaiden me. 


Nah. They | wért watching Aoriaoug before | Said wy name was “Blade” In any 
cafe, they made it dear that | would be welcome if, and only if, | did Something to help 
them with their gang problem. 


Sound{ good. But how do | do | pull it off? 


5 Day 56 dek. is 
dg January, gs days to go De 


| have a Sense that all if not af advertiged. | get a bad feeling at Adytum, and Something 
tell{ we the Blade{ aren't the evil characters Jon Zimmerman, at Adytuwm, claim they 
are. | did Some exploring, wandering around the Blades” hangout, then heading eaft… 
where | nearly got Seragged by {ome big, orange nigktmaref that [wm pretty {ure are Eh 
vault-kin to the Deathclaw Harold told me about. Last of that waf a warehoufe occupied \ 
by heavily armed folk{ with Some killer-cool hardware and weapons. Most of the Stuff was | 
too expensive for my taste{, but it { good to know they re there. | waf able to pick up Six 

fragmentation grenadef and Several plafma grenadef, af well af-ome ammo. ed 


| double-timed it back past the Deathclaws. A pack was out hunting and | almost didu't 
make it, even with the grenadef to help. Took (ome damage… and decided to Stay with the 
Blades for a day or two until | recovered. 


| dont think Tw going to pursue the thing with Zimmerman vendetta. 


Day sé Gan 
— 31 January, 93 days to go | 


Today | found another group of Survivors, a kind of vault on the Ôutfide. They call them- 
elves the Followers of the Apocalypíe, and they're a group of people, mostly pretty 
young, Who came here from Somewhere further South and Settled down in the Boneyard 
ruins. 


The Followers do Seem to have a hopeful outlook on life, which if wore than | have Some- 
time. They re al(o not eni, Sweetness and ligkt; from what [ve been able to gather, 
/ „ they hate the Children of the Cathedral with a black passion, and they re mot afraid to 
fight them if they have to. They keep talking about the time when they will have to fight 
the Children and their “dark god.” 
The leader of the Followers if a capable-looking woman named Nicole. She told me a lot. 5 
about her group, and about the Children af well. They fee the Children af evil, af a threat / pr 
to everyone. Their leader, Morpheus, feemí to have been a member of the Kippers before he 
was “enligktened” by the “dark god.” There talk about how people who don't Share the 
Childrens vision tend to digappear. 
- \ 


| Cuilling stuff. ve (een the Children before in my travel; there Waf a hospital in the Hub. 

The Children | wet always gave me the cold fhiverf when | wet them, them and their We 
robotic, glassy-eyed interjections about peace and unity. [Wm not {ure how wuch | believe 

of Nicole version of thingí, but it {dear that [wm going to have to check the Children out 
fometime foon. Hf hatf of what I've heard if true, they could be af great a threat to the 

vault af a lack of frefh water. 


But that lack of freskewater if wy major problem right how, not religious fanatic{ in 
robef ian put flowers on Street corners. | told Nicole I'd help her, and find out what | 
could about Eke (OC, but wm goïng to have to find that water chip first. 


Ône good piece of news, though. Nicole told we Ì could make free use of the Follower base. 
In a locker there, | found Some pill{ which | gather are called Rad-X. Those Should protect 
we from the radiation [wa likely to encounter at The Glow. 


Da 

Iz ebruary, êl day{ to go 

ld been hearing for a long time — back in The Hub, and elgewhere — about the place 
known af the Necropolig. The City of the Dead? | would have thought that it was jut 


another pack of Superstitions and myths, except that ld already Seen en à to convince 
me that, here on the Outside, just about anything was possible. _— | — 


And the Stories ld heard didut prepare me for the reality of the place by half. The 
Necropolig waf inhabited all rigkt, and by. by thingf that might have once been human, 
and migkt now just af well be dead. 


Ghouls. Zombief. Gaunt, cadaveroug being they were, the {kin rotting from their bones; 


my first thought was that they: d contracted {ome terrible wafting., diffiguring difeafe, 
and with a wild, heart-thumping terror | wondered if it wa{ contagiouf. 


| EncOUWEerEd the first of thefe creatures when | started exploring a building — the Sign 
called it a “motel, whatever that wa — and before long | was being chafed by a pack of 
the thing. Tag waade Yich, WEES. easy targets, | held my fire at first. Af they Shambled 
out of the (hadows, | wasut even {ure they had more intelligence than ome Kind of ani- 
mal, but then | heard them calling to one another ín low, garbled, vnpleagantly liquid 
voicef. Something about the way they kept emphafizing “frefh meat” wiped away any 
compaffion | wigkt have had for them. | killed a dozen at least before their numbers 


_Day 74+ 


my motto. or, in thif cafe‚ perhaps, it waf live and let un-dead. 


rie | 


…_ finally forced we into a fewer hole in the Street. 


SN 
| Je 
The Sewer {ystem was a maze, dimly \it paffageways zigzagging through the (wbterrancan | a 
migkt in (eemingly endless branchings of interfectionf, blind alley(, dead endí, and dank room{ el | 
filled with decaying, fetid tuwbles of things | really didut waut to take a dofer look at. 


Mole ratí. There were wole ratí down there, (haggy, wmat-furred crawler like the monsters that 
had attacked we in Vault 15, though by this time | would gladly have faced an army of thofe 
crawling things instead of the Shambling horror ld just efcaped on the Surface. 


Aud there were corpíe{, too; the fewer’ { air wa dlogged with the foul Stench of their \ 
decay, a Smell fo fickly and fickening | had to force myself to take each new breath. | tied 
a rag around my face to try to cut the (well; the effect waf probably wore pyychotogicat 
than anything elge, but, at leaft, | waf able to pref on. The walls (eemed to give off a 
foft, green-blue organic glow that made me wonder if | waf exposing myself to deadly 
radiation down here, but | finally convinced myself that what | waf Seeing was the nat- 
ural phofphorefcence of decay, or possibly of Some kind of fungus growing on the walls 
and floors and corpsef. | waf too glad of the light to question it{ fource much. Had those 
tunnels been completely black, | know | never would have found my way clear of thew. 


Some time later, | encountered wore ghoulf. 


| drew my SMG but held my fire at first, uawilling to blindly waste preciou{ ammo. 
Instead of advancing on me, though, thefe pitiable creatures cowered; | tried talking to 
them and eventually convinced myself that all they wanted was to be left alone. 


Iuteresting. Ld jumped to the conchu{ion that ince the ghoul on the Surface had attacked 


me on Sigkt, all ghoulf must be cannibaligtic (ociopaths looking for their next easy meal. It 
hadu't occurred to we that the onef Id Seen on the Surface might have had Some Sort of 
agenda. | decided uot to question too clogely how they lived down here, how they {ur- 
vived, what they ate; (o long af | didut {eem to be on their menu, live and let live waf 
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16 February, 77 days to go 


The uuderground pasfageway led we at long last to a Slime-covered ladder heading up f je 
the Surface once more. | emerged — {hoving agide a heavy, Steel cover — infide a curiously 
long and narrow room. À few wowentí” investigation convinced we that thi{ was Some 
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| kind of Secret passage; the only way out were the fewer and two doorf, well-concealed 


and protected by {mall explofive trap devices of Some kind. Through a narrow $lit in the ‘ 
wall, | wa able to look out into a vaft chamber beyond, the main room, apparently, of 

an enormouf-building — a church or cathedral, possibly, that had (ince been taken over 

for more Secular purposes. 


IE looked like a throne room, a palace for the King of the Ghouls. The king himfelf was 


feated with hif back tothe first of the two trapped doors, and | decided that the room Îd 
emerged gehe a Secret passageway giving the monarch a quick efcape in times of 
meed. 


The kig waf flanked by Several ghoul that | took to be kif adviforf; a ghastly, pale, 
Shifting radiance nibbled at the (hadows filling that huge room, and it took me a while 
to realize that the light was coming from a number of brigktly glowing, once-kuman 
creatures iwprigoned ín cagef to either fide of the aistetending to the foot of the monarch 
raiged daif. Their woanf provided a macabre but Somehow {uitable background music ín 
that palace devoted to death and cancerouf decay. 


| certainly couldat leave my hiding place through that door; carefully deactivating the 
trap, | (lipped through the Second hidden doorway, entering a {mall room that appeared 
to be private quarters of owe fort — possibly those of the Ghoul King himself. | Scarched 
the room carefully — | wa{ becoming quite an accomplighed thief by thig time — rifling it 
of Some ammunition and a rifle before looking for another way out. 


The only trouble waf that the only way out waf a doorway leading into the throne 
room itfetf; | wouldu't be able to leave without cowfronting the king himself. 


There was no other way out of that room. Óf course, | couldhave crept back to the fecret 
passage and gone down the Sewer pipe again, but | had a feeling that this king was an 
important link in a far larger puzzle. There were only three ghoul out there that | could 
fee — though others, no doubt, were within a Short distance and would appear if an 
alarm were given — and | had my SMG fully loaded, the chamber charged. | decided to 
confront this ghouligk monarch and {ee What elge | could learn. 


The king '{ name was Set. 4 Ee ’ 


“Thered better be a Killer rea r Standin’ in my (hadow, he (aid. Hig voice was clear, 
the wordf dige, net. but go str gely phraged and turned that | had trouble at first fol- 


lowing them. “Does ‘next on the menu’ ring a bell for you. normie?” 


| told him that | wust ve found the head man. “Simple time, he told we. “Tw Set. I'm in 
charge. Get it?” 


| Ee. _—_—_ f mmm | 


| wa{ wore than happy to grant that he was in charge… efpecially when he indicated-that 
he had a job that needed doing. “The mutantí at the water Shed need dirt-naps, he told | 
we. “Makes my Shadow grow. You (lice "ew and rewards run to you. info, too. DN 


Water Shed? | felt a Sudden, Sharp thrill. A water works in this city of the dead! Perhaps 
there | might find the end to wy quest! 


| readily agreed to King Set { termí. | would help him with hif problem — the wutant{ | 
guarding the city water plant. There was Something a bit dewoniac, however, in the Way en 
he a{{ured me that he would not tell hif ghoul legions about my wmiffton, (o that word 

would not leak back to the mutant. | would be on wy own, against ghoulf looking for 

“uorwmalf” like myself, and against the mutant af well. 


No matter. | left the King on hij throne, walking down that eerily ligkted central aifle af 5, 
thofe glowing., iwprigoned things gibbered and woaned at wy passing. 


| found the water Shed eventually, by finding another wanhole. Thi one took me a (hort 
diftance underground and came up infide a {mall building in a different part of the city. 
Moving Stealthily, unwilling to give myself away in a premature firefight, | worked my 
way toward the largest building | could see, an L-$haped {tructure to the north. There 
was, it appeared, only one way in. 
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The creature facing me infide waf monstrous, a towering,, green-{Kinned horror of a \iv- 

ing wountain at least ten feet tall, with muscles bulging through taut, leathery Skin. Kk 
__Waf carrying the biggest damned gun 4 ever Seen, a \afer rifle that gave thig monster the 
‚___firepower of a {wall army. 


“Hey! You not look like Grout!” the creature demanded. “How come?” Thif guy might be 
af big af a house and af Strong af a brahmin, but he wa{nt very brigkt. | thought | 
would try to talk my way paft him. 


TT That because | drefged up really Snazzig today, | told him. When he had problem with 
the word f MAZZM, | agked him what he was doing there. Sn di 


“Lou tell we watch place. Not let no one in. Not normal most. Take normal{ to the Lou.” 
‚_He looked at we af though an idea were trying to hamwer it{ way through a foot or 
two of golid bone. “Hey...” 


“But [wm not a normal!” | told him. „4 
“Harry confused. You not ghoul. You not normal. What you?” Es 
Twa a new race of Super mutant.” 


Well, it wa{ wortk a try. “No!” he boowmed, and | knew that | wasut going to be able to 
String this wutant-mountain on any further. Harry know you nothNot like gou.” — Tee P_ 
/ Vee V/ \ V/ | inns. 


Mie 


Ogg 


? Waipping up my {ubguu, | squeezed the trigger and Sprayed the monster with half a clip. 


He Shook himself af though Id {prayed him with water. | dove for the doorway leading off 
to my rigkt, hoping to put {ome wall between myfelf and that higk-powered weapon. 


Âportion of the walt to wy left exploded in whirling chips and fragments; Splinters 


Sprayed from the doorjamb; bulletí {nicked and cracked past wy head, and | felt a double 


kamwerblow ín my back and. fide, lifting we up and flinging we forward into the nar- 
row hallway beyond-the door like a broken doll. My combat armor ab{orbed most of the 
selt hot blood on wy fide, and the pain clawed at me like a living thing. | 

jr kard, rolled, and came up (hooting, ra, my dip into the advancing 
wonfter, bt it seemed to have no wore effect than befo 


Still, | might have been able to cramble clear, but then | heard a noife behind me. 
Turning, | Saw three wore of thofe wutant-wountain n wonfterf ewerging from a hall- 
way off of the room. 

| toffed a grenade at Harry, then dafhed outside, paufing once to reload. | had a feeling 
that [d just bit off wore than | could comfortably chew. Harry and hif friend{ ambled 
after me — and one of thofe other mutantí was toting a gun dawn near af big and 
nasty-looking af Harry's lager. 

| ducked into a nearby allew, the pack of wonsterg doge behind. | wanaged to dobber 
Harry again with a plafma grenade and get in another burst from my SMG, but they 
kept on coming! 

Worse by far, | realized now that | was trapped. While four gifsennatants had chafed me 
into the alley, two wore were coming in the other entrance, thing me between two 
lumbering wmasfef of mutant flefh. 


| thumbed the mag releafe on wy (ubgun and mapped howe another clip. The alle Waf 
too damned narrow to dodge thi fresh attack, and | couldu't go back the way [a cowe 
without running full-tilt into a deadly hail of lager fire. But there might be a way 


The lead {uper-mutaut made a grab for we. | ducked and rolled, Slipping beneath his 
clumsy blow. | was now {urrounded by-the two new wutantí, who clofed în on we af 
way back hit the cold vanyielding wall. 


Then Harry, tpecone Witte tiger rifle, exploded into the hallway, kig weapon Shrieking 
as bolt of energy buzzjawed through kif cofe-packed relatives. 
| fired a burst into one of the nearer mutant, and the wouster Screamed. Then | Shifted 


wy aim to Harry, who feewed fo caught up in the bloodlust of the moment that he did- 
nt care who or What he waf Shooting. One of the mutants went down like a toppling 
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„tree; | emptied another magazine into Harry, who was vigibly hurt now… badly d- 


„Af a cavern. | explored carefully. There were ghoulg here, and Several of thofe tragic, 


7 took me down two more levelf. 


There was a computer there. Änd it was Still operational! 


ed, with blood Streaming down hif chest and arm{ even af hehofed down that clofely — | 
packed hallway with wildly Shrieking death. Another of the unarmed mutant{ died ina We 
hideous dance of Shredding flesh, blood, and muscle; | kept firing at Harry, by far the N 
mot deadly of the wonster(, and at laft he gave a Shudder like an earthquake,, {wayed,, 

then toppled over backward with a tremendous datter of military hardware. | caught the 

other armed mutant with my last plasma grenade blowing kif grotesque body to bloody 

piecef. 


The last (uper mutant waf almost dead, one arm chewed to a bloody pulp. À final Ll 
burst from my SMG put him down for good, and the Silence that followed was almoft af | 
Shocking af the Scream of the lager had been. For a long time, all | could do waf (luwp 

back against a wall, trying Somehow to recover Some Shredí of Strength and rational _ 
thought. Set would be pleased, with the Super-mutant guards “taking a dirt-nap. At the 

mowent, all | could be happy about waf the fact that | waf (till alive. 


At last, though, | waf able to wove. The very first thing | did was divest Harry of hif 
deadly toy. The weapon waf heavy, of couríe, but not af heavy af á feared. | had to 
drop Some of the accumulated trade goods Id been lugging about in wy pack. all but 
one of the knives, and all of the extra piftolg. With the ligktened load, | wa{ able to wman- 
age the lager; the extra weight, | thought, waf going to drag at we, but the firepower 
that incredible weapon offered was just too damned wonderful to pa{f up. | managed to 
Stow the other weapon af well. a Short-ranged flamer, with a Supply of fuel. 


After that, | began to explore the building. 


The water tanks and equipment | found deeper into the building didn't seem to be work- 
ing. | eventually found another manhole cover in a Small room at the far end of the 
building, and a ladder leading down. 


Two level{ down waf Something like a Vault, airlock Standing open to the echoing Silence 


Shambling, radiant creatures | thought of af “glowing ones.” | found an elevator that 


In a very few wowents, [d found a schematic of the water digtillation and purification Et 5 
ing for $o long. With trembling fingers, | reached into an open acceff panel and plucked 
chip from it motherboard. 

eN 


My quest, at last, waf done. 


As | prepared to leave the City of the Dead, my precious treafure Safely stowed deep in my 
pack, | wondered if | hadut Simply replaced one quest for another. For decades, my Vault- 
kin had lived out their livef in the \afety and feclufiou of their underground fortress, 
with no new{ at all of developments on the Ôutside. Now, | waf returning from that 
unknown world begond-the Steel walls of their tiny, ifolated haven; | was bringing with 
we not only life, but-uews of a world Outfide theyd never even imagined. 


And Some ofdat ld learned out here was deeply difturbing. The Children of the 
Cathedral and their difturbing allegiance to an unknown Master. The “Lou” who com- 
manded $uper-mutantí like Harry, directing them to kunt down “yormalf” and bring 
them to him. | could not efcape the conclu{ion that all of thefe were united (omehow, part 
of the Same Shadowy problem, and a threat to all “uormal{” on the Outfide. 


How long could wy kome Vault maintain its precarious igolation and Safety hidden ín the 
wouutain{? Not long, | thought. If the Super-mutant{ conquered the Outside — and that, 
| waf increasingly convinced waf their goal — then it wouldut be long before they rooted 
out at laft eer last hidden Stronghold of norwmalf and did.… whatever it waf that they 
did with them, ín furtherance of their own agenda. | knew that ld left a wore than 
adequate trail already, with hints to the location of the loft Vault in the wmountain( to 
the uorth. Sooner or later, hostile force{ would find the Vault and end forever ití peaceful 
golitude. 

My first duty waf to (ee the water chip \afely back to Vault 3 but | knew already that | 
would be returning to the outside world, to find the reft of the piece to this increasingly 
complex puzzle, and end the threat to my people once and for all. 


Day 6g 
3 March, 6z ej 4 0 


Howe. 


vn ge ly wiiked din now. Here | am, after almost three mouth{ of trav- 
eling on the Ôutfide, home. 


Wig doegwt it feel that way? … 


To {ay that the Overgeer was glad to (ee we was Something of an understatement, and the 
celebration last night in the Vault wag uulike anything ld ever known. 


== 


5 Sowehow, Strangely, Vw uot at all unhappy to be leaving the place that used to be my 


‘at a Startling rate. 


Still, the old place just didut Seem the gade as ld lisse it. It wi (o rn ry, 
chologically cramped, a well af cramped pace. And dark… 
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Hardest of all were the questions, Some good ones, ome appallingly Sivaple- minded. is it Kk df | 
true that food ign't rationed out there?” “If it true the water if glowing?” * fit true a 
that people eat each other?” “lg it true that there are till cítief out there, with maybe a 
hundred or even two EN people living in them?” “Ig it true that the air if poigoned, 
that the ground if red-hot 


Cl it true that people on the Outside all have two heads?” Well, the brahwming do, | told 
them, but those are food and draft animals, not people. | hadu't seen any human with | 
two head. | 


| anfwered the question af completely and af honesty as | could, but | could tell that my 
an{werf often weren t fatisfying, that in Some cafef they Simply were not goîng to believe 
we. If you ve believed Something for all of your life, and fomeone, even Someone you've 
Known Since they were a baby, comes up and tellf you that they’ ve Seen it with their own 
eef and that what you believed just int o… well, it'{ eafier to digbelieve the weffenger 
than to change your mind. 


Maybe, though, Some of the Young onef would Start thinking about leaving the Vault 

Someday and exploring the Ôutfide for themselves. | wa{ wore convinced than ever that we 

were going to have to leave our little fteel-{waddled haven in the mountains. Life, the mmm 
world, was Outfide, and we would be left behind if we stayed in our hidden fastuess. 


All of that was for the future, though. For the present, the Vault had wore Serious prob- 
lem{. The water crigig had been averted, but the Vault { leaders had been deliberating over 
the information |d brought back with the chip, and they were convinced now, af ld been 
for Some time, that a greater threat than death by thirst loowed over u{ all. lijf 


“The mutant population if far greater than could be expected by natural growth or 
wutationg, the Overgeer told me. “lt look like fomeonef generating new wmutantí. And 


So Tw going Outfide once again, to find the lab or whatever it if that ig creating new 
mutant. Ágain, the Survival of the Vault ig at stake. 


kome. 
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4 April 

They call the place “The blow.” From the found of it, it; ground-zero of a major war- 
head Strike dating back to the War, a whopping big, black hole in the empty defert geil 


giving off rad{ and poigoning the arca for mile{ around. | was glad | had the Rad-X ld 
picked up ro Blade” hangout in the Boneyard. 


d first heard of it, | think, in the Hub, though it was the Brotherhood that had given me 
actual location. | got to thinking about it after | left the Vault. Radiation if Suppofed to 
caufe mutations, rigkt? And | wa looking for the Source of wutationf. And a place 
called “the Glow” wust have ití hare of radioactivity. Not that it wag actually glowing; 
the way | figured it, people who returned from the crater were {o hot everwone figured 
theyd been getting (ooo-rad {untans, and any place that hot had to glow. 


The Sidef of the crater were {o Sharp-cut and Steep, the ground {o crumbly, that there did- 
nt at first appear to be any way down. At one point, though, Something like a twisted 
Steel beam extended a {hort way out into the crater, and in the (hadowg below | could 
just make out what might be a ledge of hard Stone, offering firm footing. 


That length of rope I'd picked up fo long ago in Shady Sands offered me wy wav down. 
Attaching it firmly to the Steel beam, | took hold, wung my legs over the pit, and {low- 
ly lowered myself down into the darkness. 


kt was a bafe, a military facility of Some kind. When | touched down on a gotid floor of 
cracked concrete, | Saw that ld entered the upper level of a Subterranean command center or 
office. W was dark down there, but not af dark af Id expected. Some light came from the 
gaping hole in the ceiling,, while the deeper levelf Still had (owe emergency ligkting going. 


There were bodief down there. | began Searching them… a matter-of-fact reflex for we by 
now, defpite it{ being a diftasteful one. Almost at once | hit paydirt… a flat, (hiny dijk 
with a hole in the middle, like the holodigk( wed had in training back în the vault. This 
one had (omething erawiek on Ove fide, and with {ome effort | managed to decipher it 
— Something about the Brotherhood.” | didnt know what wag on the dijk, or why it 
wa here in this wudergroundsëjglex of the dead, but | knew with abfolute certainty 
that thig wa what the guard at the Brotherhood had Sent we to find. 


| didu't leave immediately, though. The base was large and infinitely promising. | earched 
it top to bottom, finding a number of ufeful pieces of equipment. 


So. next Stop, the Brotherhood. | think they’! let me ín now. | hope {o, becauge | think 
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„they may have the answers to Some important questions. 


_ RR Sin nnn m6: ape | 


Day 149 

z May 

The Brotherhood if… How {hall | begin? They re an interesting group, dofe-knit and a bit £ ih 
Standoffijk, at first, though | found myself foon welcomed into the daily life here. In \ 
their own way, they! re af igolationist af the leaders of my Vault. They all but worship | 


high technology, and claim to be from an Ancient Order that Sprang from the ruins 
known today af the Glow. 


The Brotherhood digk | found-on the corp{e ín the Glow was, indeed, my passport to the order. 
Before long | wa attending training Seffions in hand-to-hand,, running Simple errands, and 
even being allowed to check out (ome interesting weapons, like rocket launcherf and lafer pif- 
tol{. On one wiffion, | got to return to the Hub, where an initiate of the Ôrder was being held 
prigoner by Decker; the $kuz, was torturing the guy for information about the Brotherhood. | 
regcued him, then went to the Hub police to tell them about Decker; attempt to afsaffinate 
(oweone. The Scene ended in a $hoot-out in Decker f office beneath the Maltese Falcon. 


| Killed both Decker and his chief henchman Kane myself. men 


The most important thing | could do, though, waf tell them all Id learned or $ufpected | 
about the mutant problem. Vree was most interested in wy information. She if the | 
Brotherhood { wafter Scribe and the keeper of all of the Brotherhood { knowledge. 


Ône day, our converfation turned to the (uper-mutantí á encouwtered., and Which the her 
Overseer claimed. were being produced Somewhere at an alarming rate. “All the mutant 
“have been Sterile, She told we. “They cant breed with another creature, mutated or oth- 
erwige, and produce living off{pring. f we could clean up the mutation fourcef, we Should 
be able to Simply outlive the mutant.” 


“Interesting theory, | Said. “Any proof?” 


Shegaverwe a holodigk. “ltS got copief of my autopsief on mutant corpfef,” he Said. “It 
—_ dearly Shows that no mutant could posfible reproduce uccessfully.” 


| accepted the digk. I would want to Study it carefully, later on. The information feewed Ág 4 
to (upport the Overeer { worries. f the mutant weren t being born, (omeoue had ad be | 
creating them. 


Aud that Someone had to be stopped. N 


® 
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9 June 
The Cathedral. lE5 got to hold the an{wer. 


ld been thinking about-the Cathedral a lot, ever since my interview with Nicole and the 
Followers. Ld promiged to investigate the activities inside that vast, grim, and forbidding 


edifice. Ag Te the forbidding, deep-{hadowed portal, | waf wore certain than ever 
that | would find here the key to the riddle | faced. Nicole had mentioned the “Wigktkin, 
Morpheuf and his “dark god, and hinted at goîngf-on behind the altar that might very 
well have a bearing on wy new quest. © 


| elected to take the direct approach. | confidered trying to find Laura. the Follower {py, 
but decided to investigate on wy own, first. If | ran into trouble, | could always look for 
ker then. When | waf challenged by fomeone in purple robef, in an out-of-the-Way 
library near the back of the Cathedral, | Killed him, using wy laser rifle to keep the Sound 
down. My victim, a thug named Lasher, carried a red pass key that | knew would be u(e- 
ful. Useful, too, were the purple robef he wore. | found | could carry my minigun con- 
cealed beneath them… and the purple might well let we paff unobferved through placef 
Where an outfider would not normally gaín adwittance. 


The red key, it turned out, opened a door behind the altar. At the top of a long flight of 
Stairs, | encountered my first Nigktkin, a hulking, powerful (uper-wutant armed with a 
minigun. and apparently enmefhed in Some type of field that made it difficult to gee 
him. | tried Sneaking past but then encountered Morpheu{ himself, who turned out to be 
wore than a little (ufpicious about wy pregence in hif private chamberí. | killed the former 
gang member… and then found myself in a furious firefigkt with two of the hideous 
Nigktkin. 

| killed them. It wagn t eaf, and | waf badly wounded… but | Killed them, waneuvering 
between them at one point fo that they fired into each other. À couple of plafma grenades 
ld picked. up from the Brotherhood helped, too. When the monsters were dead, | checked 
their bodief, relieving them of amwmö and other goodief. Most intriguing were their 
SteatthBoy units, hards \ittigegizwof that feemed to bend the ligkt around the wearer 
fomewhat, wiaking him difficatt to see. The defign Suggested that they were powered by 
Something like Small Energy Cell{ and that they would run dry after a time, but | 
thought they would be extremely useful in the mean time. | took them both. 


| algo found another pass key, a black one, on Morpheus zeer That must open Something 
interefting, | thought. 


cafe. When | investigated the Shelvef, (omething clicked and the bookcafe (wWung out of 


WE did. l found the door downstairs, and Steps leading down to a (mall room with asbook- 
way, revealing a Secret door. in 


Checking to See that way minigun was fully loaded and ready beneath my purple robes, | 
{Started down. 


Day 188 da 
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| wrote that last entry in the Secret room at the bottom of the Stairs. | (pent (ome time _; 
there preparing, and it waf well into the next day, by my PiPBoy, when | woved on. 


Á-cavern led to a vault entrance. Inside, beyond the airlock, | found the elevator and took 
it down to the firft level. 


Strangene{{ upon Strangene{s. There were room with mad, gibbering people who {eemed to 
read mind{, a laboratory filled with tablef and hideously diggected corpses, cellf with prif- 
onerg andradioactive ratí. | cannot begin to detail the horrors of that time, or of my 
exploration{ within those uigktware passageways and roomí. The elevator took me down en 
another level, and here were wore room, one filled, | could fee, with waiting Super- 
… _wutantí. Pulling my robe cofe about we, | Slipped past, finding myself at last in an oper- 
ations room of {ome Sort, a high-tech place of computers and instrument congolef. 


| pent a long time there, unnoticed by the other technicians present. | acceffed computer 
after computer, learning everything | could. ne 


__ Il knew, now, where the wutant{ were coming from. There was a base, a hidden military 
bafe from before the war, and in the deepest receffef of that base were the Vats. 


Ta heard the term before. Now | knew, without a doubt, that the Vat were the Source of 
en the mutantí. 


(___Lalgo knew Something about the Master. | would have to kill kim, this “dark god” of the 
le Children. First, though, | would have to reach him. | 
a ed 


Á long, narrow pasageway stretched from the Operations Center to wy destination. My very ro | 
first Step made me feel dizz… and ick to wy stomach. À headache throbbed with my A 
quickening pulse. There waf nothing phyfical about that paffageway that | could detect… 
but | could Sense a kind of pfychic kramwering at my brain, a weutal affault that Savagely 
tore at my perception and awareness of who and what | was, a cold and. vicioug rape of wmy-—& A 


á 
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/ wind and weworief. It was af though | was Sensing, feeling, experiencing the {inf and nigkt- 
mare{ and wental anguifk of myriad others, and the feeling increased a hundred-fold with 
every Step that | took. The walls of the corridor were covered. with raw and bleeding flefh; it 
was af though | waf walking into the verw bowelf of (ome hideouf and bloated beast. With 
each Step, | thought my kneef were going to buckle. Somehow, | kept going. 


Aud then | Stood before the Master. 


How can | degcribe-thús being? Twisted and walformed, huge, wfinitely evil… the… the 
thing appeaggd”to be a blagphemous blending of flefh and metal, of organic and computer, 
of life and death. | knew from my refearchef thus far that the Master once had been 
huwa, but that ekpofure to the FEV virug in the Glow had changed him Somehow, and 
in the years (ice, hed. (omehow ab{orbed other bodie{ befide{ hif own and mefked, (omehow, 
with the machine that now (upported him atop a high pedestal in the center of the room. 


Robot{ watched impassively from either fide, but | knew the principal danger in thif room 
wa the Master himself. There were weapons — Gatling lagers, | thought — built into his 
uundercarriage. 


But deadlier (till wa{ the viciouf, dewoniac wind within that nightmare assemblage of 
flefh and steel. 


“So, what Shall it bef” the Mafter demanded. Do vou join the Unity, or do vou die here?” The 
creature Speech was af terrifying af hif appearance. Af he \poke, other voice (eemed to chime 
in, a fearful choruf that echoed hi{ main theme. “Join! Die! Join! Die!” Most of the voicef 
founded more or lef human, but | heard, too, the inhiuwman and grating tone{ of a wachine. 


| demanded proof that hi{ Unity was beft for humanity. At first, he ingisted that he did- 
ut need to prove anything, but when | told him that | couldut know that he reprefented 
the future uuleff he proved it, he began talking. 


The Unity, he daiwmed,, would bring about the master race and end the fighting that had torn 
humanity throughout hiftory and ended at last in the holocaust of nuclear and biotogical war. 
Mutantí, he aimed, were beft equipped to deal with the modern world. Norwal{ would be 
turned into wutaut(… or allowed to live-out their dayf under Unity control and protection. 


Thofe {urviving normaals would not be allowed to breed, of couríe They would be the last 
of the human race, replaced #ilkpst by the Super mutant. 

| told him that hij wutautf were sterile. | thougkt he waf goïng to blow a circuit at first, and 
he ingigted that the FEV-2 virug didut harm the reproductive orgauf of thofe it wutated. 
“Maybe the virus didut sterilize people once, | told him, af reagonably af | could. “But it 
doe{ now.” 


He demanded proof… and | gave him the FEV dijk that Vree had given we. 


At first he thought | waf trying to trick him with a forgery, but when | told him he Ne ‘ 
denying the factí in front of him, he Started to crack. 'n 


ij “But it cannot be! Thig would mean that all my work haf been for nothing! "The wmul- 
tiple voicef chimed in, nen and terrifying, a cacophony of death and defpair. Ait 
cant be! Be! Be! Be! … 


“Your race will die out En this generation, | told him. 
“dont think that | can…” \l 


Continue, the computer part of kim completed the ig Ônce-kuwman voices echoed 
it. “Continue?” 


“lt waf madnesf…” 
“Madness?” | 
“There ig no hope. Leave now, leave while you Still have… hope.” zz af 


“Hope.” 
lt waf a-human voice Speaking now … or a voice that once had been human and was find- 
ing now perhaps Some Small Shred of that humanity, still alive, trapped inside the wmon- 
ftrous bulk before me. 

… _Amachine voice — not the Master {, but another computer voice from Somewhere above” 
we — announced fix minutes remaining. Clearly, the Master had decided to end hij grue- 


ome, terrible experiment{ in biology and the Social Sciences in (ome definite and {pectacu- 
lar Way... 


| ran for the elevator af fast ag | could manage. 
| barely made it out of the Cathedral in time… 


Day 223 


Is July 


[d learned everwthing | could avout the military bafe from the computers in the a ri 
Operations Center of the Maíter { vault. Now, | wa{ about to put it to a test. | had a num- re \ 
ber of allie; now, and | confidered calling upon them, but the plan Id formulated would | 
only work if | could flip into the Military Base without getting off an Kr f my plan 
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_ J didn't work, well, Td have to back off and try another tack… and maybe a frontal 
| ‚_fJ__asgault would be the only option we would have. « 


a EA he AS it waf, | had Surprigingly little trouble getting past the first Set of guards. The robe 

$ and the StealthBoy let we Slip inside the gate, and | waf able to Kill one Super-mutant 

p with a {wift, (udden burst of flamer fire from the back when he wandered off awe 
/ from the rest. | found a-radio on him and took it. 


4 ne guard, through, just Stood in front of the door leading into the face of the diff. | 

| knew | had oki U him fast to avoid alerting the bafe; two hard, full buríts from my 

| lamer took him down before he could {ound the alarm. The gate Security code was on 
him, along with another radio and a \afer, and | was able to slip in through the front 
door. 


À. | knew from my Studief of the Maters computers that there were force fields in thi{ base 

pi blocking off key corridorg and positions. If the bafe went on alert, thofe fields would be up 

| and | would find wy wovement{ {harply restricted. With the fields down, and wy face 
and body comfortably anonymous within w Ps purple robe, | wade wy way through the 
bage{ upper level, fearching for the Computer Control Roow. Eventually, | found ít… and 
there | found the force field control congole. With two radios, | wag able to pull a quick Mr. 

af Fix-ít, by wiring one of the radiof into the force field control confole{ input circuit, and 

| etting the other to the Same frequency. Now, even if the alert founded, | Should be able 
to toggle the base force fieldí on or off. 


Deeper into the facility, then, a high-tech wraith in purple robef. On the upper: Vats level, | 
had to negotiate a ecurity corridor, a fiendigh piece of work that included lagerí, explo- 
five wine{, pla{fma weapons, and Strandí of monofilament wire all (et to wreak havoc on 
the perfon of any incautious intruder. 


| wa{ wore than cautiouf, however, and ld been Warned about what to expect. | took the 
ecurity passage Slowly and Step by Step, analyzing each patch of floor ín front of we 
er carefully before moving further. 


| passed through the Security corridor at last, making my way to Security Elevator 6. 
That took me down one level wore, to Vats Level z. 


j The Lieutenant walw” ta tougigor a{ weird af hif now-defunct Master, but he was quite a 
| piece of work fe onfrostinn ust outfide hif room, and | had to open up with my 
flamer. No time for fineffe now. | blazed away, Sending a Stream of crackling flames {ear- 
ing acrofs hij wigfhapen body. He fired back, a burst from hif energy weapon leaving a 
Smoking {car on the wall behind we af | ducked and twisted to efcape hif return fire. | fired 
again, and toffed a pla{ma grenade that Staggered him with ít{ blast, kuocking him back a 


f 


A 


„Step. | fired a final time, emptying my Shrieking weapon into hif chest. 


d ated, waf destroyed. 


gee eee | 


Aud then the Lieutenant waf dead. Den | 
There was only one remaining task now. With the firefigkt, of course, the entire bage was now on ‘ 


alert. À final force field barred wy way into the Vats control room, and, down here, my 
jury-rigged radio control didn't work. 


There wag another option, though. À great, hulking Mr. Handy maintenance robot Stood 
inoperable ín a passageway. Examining it{ control board, | {oon got it back in operation. | 
hg function wag deaning.… and it had not finished it{ affigned task. Giving it the order \ 
complete ití task, | then Stood back, grinning, af it (lamwmed into the force field, (hatter- | 
ing.… but opening the way! Là 


Infide the Vatí control room, a dozen technician or {o were Beten about in obvious confusion es 
and difarrav. | found one control that Shut down every force field in the bafe —a good idea if | 

wanted to {print for Safety when thig was through — and then | identified the control panel that 

controlled the Vats themselves, the tanks where $o wang pure-$train humans had already been 

“aipped” in the Masters FEV golutiong and trangforwed into wongtrofitieg like ely or the 

Lieutenant. 


My laft-pack of dynamite went onto the control panel, with the timer fet for {ix winutes. 
kt waf time to leave. 


| got into one firefigkt on the way out, when a particularhy obuoxious {uper-mutant val 
decided to challenge my right to run the 1oo-meter dash in under twenty fecond{. | kit- 
him with a lager burst and kept on goïng., Slipping into the elevator just ahead of the 

an{wering burst from hig minigun. 


ve never known an elevator to craw! go ftowly… hen me 


_lewmerged on the furface just ahead of the rumbling thunder that announced that my 


bra get had been executed. 
The Master was dead, and now hif legacy, the lab where the aldi had been cre- 


It was time to go home. 
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p | 5 thig what it '{ like to be a hero? That { what they called me, you know. 

| / “Theres no way the people of the Vault can ever thank you for what youve done,” the 

4 Óverseer en me the evening | returned again to the Vault. “You've Saved all our lives. Who 
knows, mäwybepeven (aved the human race. That makes the reft of thi{ even harder 


| __Lwagat fure what he waf getting at. A moment before, hed seemed o happy, So excited 
at the news that the Vault, hif preciouf Vault, was Safe from the mutant army. 


“Everyone will want to talk to you,” he went on. “Every younoter will look up to vou. 
E And want to emulate you. And then what? They Il want to leave. What happens to the 
pe Vault if we loge the beft of a generation? … È 


IN head was whirling. He wafut! He coulda t! 


Cl ve made a lot of tough decifionf Since | took this position, he Said, Sadnes{ pulling at his 
| voice. “But none harder than thif one. You faved u{, but you IL Kill ug. 


we “Tm Sorry. You're a hero… and you have to leave” 
| | wa being exiled frow the only place that had ever been home to me. 


| Still, though | waf (hocked and angry at first, 'w beginning to think that maybe, 

| just maybe, the Overfeer if right. Thig Vault cant hold me any longer. kt $ too Small, 
the horizon{ too narrow, the poffibilitief too… limited. Once, | know — I've been paging 
through thi journal, trying to remember the feelings behind the words | wrote months 
ago — | kwow I've changed. Grown. Once, | was terrified of the Outside. Now, well… 

| Outside i{ wore of a home to me now than these gray and dlaustrophobic wall{. les 
time that | moved on. 

en Change if the only constant. The world Outside haf changed — drastically — from the 

| world of eigkty vear{ ago. Now, the Survivors of humanity are beginning to work to 

change things again, for the better, thif time. | can help them. 

And maybe change will even come to the tight little box of life that ig Vault 13. It will 

have to. They aint live ia trix forever. 

| kuow | can vt. 

lm going Outside, where | can breath free, non-recycled air, and help build a new world. 

kt will be there waiting for them when they overcome their fear, Smash the (hacktes and 


bar{ in their winds, and come out of the prigon that they! ve wanufactured for lb 
beneath the Sands of the ave | 


eng 
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Experience and Perks 
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Appendix 


Experience 


The longer your character survives in the world of Fallout, the more experience he 
will accumulate. Each time he or she succeeds at a task or wins a battle, the charac- 
ter will receive a number of Experience Points, or XPs. When you have enough XPs, 
your character will gain a level, winning certain advantages. 


Almost everything you do in Fallout will add to your Experience Point total. For 
example, killing a mutant rat or giant scorpion will give you 60 points; wiping out all 
of the rad scorpions in the cave near Shady Sands will give you 500 XPs. Using your 
skills can also increase your experience point total. For example, if you successfully 
Steal from an NPC, you will gain a number of XPs based on the difficultly of the 
Steal (the more you steal, the more XPs you get). First Aid, Doctor, Lockpick, Traps, 
and Steal will all give you a small amount of XPs when you successfully use the skill. 
If you are very close to going up a level, then you might keep this in mind. 


Reaching each new level requires a certain number of XPs, with each level a little 
harder than the last to reach. 


Level: M of XPss Title: 
à Ö Vault Dweller 
è 1,000 Vault Scion 
5 3,000 Vault Veteran 
4 6,000 Vault Elite 
5 10,000 Wanderer 
6 15,000 Desert Wanderer 
e 2l,000 Wanderer of the Wastes 
8 28,000 Elite Wanderer 
pe, 36,000 Strider 
45 ,000 Desert Strider 
55,000 Strider of the Wastes 
66,000 Strider Elite 
78,000 Vault Hero 


Wandering Hero 
triding Hero 
€ The le sert 


17 136 ,000 Hero of the Wastes 


18 153,000 Hero of the Glowing Lands 
19 171,000 Paragon 

20 190,000 Living Legend 

21 210,000 Last, Best Hope of Humanity 


As you reach new levels, you receive: 
€ For each level, additional Hit Points, equal to 2+1/2 of your Endurance. 


® For each level, additional Skill Points, equal to 5 plus your Intelligence 
times 2. 


€ For every three levels, one Perk. 


There are Traits and Perks that will modify these numbers. 


The new Skill Points can be used to “buy” additional skill percentage points. For 
each Skill Point you can increase a normal skill by 1%, or you can increase a Tag Skill 
by 2%. To increase your skills, go to the Character Screen, where the current number 
of Skill Points is listed. You can increase any skill to a maximum of 200%. Spend 
them all in one place, or spread your available points among many Skills. it's your 
choice! 
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Experience 


The longer your character survives in the world of Fallout, the more experience he 
will accumulate. Each time he or she succeeds at a task or wins a battle, the charac- 
ter will receive a number of Experience Points, or XPs. When you have enough XPs, 
your character will gain a level, winning certain advantages. 


Almost everything you do in Fallout will add to your Experience Point total. For 
example, killing a mutant rat or giant scorpion will give you 60 points; wiping out all 
of the rad scorpions in the cave near Shady Sands will give you 500 XPs. Using your 
skills can also increase your experience point total. For example, if you successfully 
Steal from an NPC, you will gain a number of XPs based on the difficultly of the 
Steal (the more you steal, the more XPs you get). First Aid, Doctor, Lockpick, Traps, 
and Steal will all give you a small amount of XPs when you successfully use the skill. 
If you are very close to going up a level, then you might keep this in mind. 


Reaching each new level requires a certain number of XPs, with each level a little 
harder than the last to reach. 


Levels M of XPss Titles 

1 0 Vault Dweller 

2 1,000 Vault Scion 

5 5,000 Vault Veteran 

4 6,000 Vault Elite 

5 10,000 Wanderer 

6 15,000 Desert Wanderer 

1 21l,000 Wanderer of the Wastes 
8 28,000 Elite Wanderer 

9 56,000 Strider 

10 45 ,000 Desert Strider 

La 55,000 Strider of the Wastes 
18 66 ,000 Strider Elite 

13 78,000 Vault Hero 


Wandering Hero 


Better Criticals: Your chance of getting a Critical Hit does not go up, but the hits 
you do get are more damaging. This adds +20% to the critical hit tables, almost 
ensuring that you will do a better than average critical hit, and increasing the 
chances you will get the best criticals. 


Rumber of Ranks: 1 
Requirements: Perceptions 63 Luck: 63 Agility: 4 
When Available: Level 9 


Bonus Hand-to-Hand Attacks: You can punch faster. Each hand-to-hand attacks 
costs 1 AP less to perform. 


Number of Ranks: 1 
Requirements: Agility: 5 
When Available: Level 6 


Bonus Hand-to-Hand Damage: You are more experienced in hand-to-hand combat 
now. Each blow with hand or foot inflicts 2 additional points of damage on the target. 


Number of Ranks: 5 
Requirements: Agility: 6; Strength: 6 
When Available: Level 35 


Bonus Movement: For each new level of Bonus Movement you get 2 APs per com- 
bat turn that can only be used for movement. With three levels of this Perk, for 
instance, you could move six free hexes during a firefight. 


Number of Ranks: 5 
Requirements: Agility: 5 
When Available: Level 6 


Bonus Ranged Damage: With each level of this Perk, you get 2 additional points 
of damage with each ranged weapon hit. 


Number of Ranks: è 
Requirements: Agility: 6; Luck: 6 
When Available: Level 6 


Bonus Rate of Fire: You're becoming a bit faster on the trigger. Each ranged 
weapon costs 1 AP less to fire. 


Number of Ranks: l 
Requirements: Agilitys 7; Intelligence: 63 Perception: 4 
When Available; Level 9 

l 


Cult of Personality: Your reputation is always positive with NPCs. 


Number of Ranks: 1 
tss Charisma: 10 
tajlables Level lè 


Perks 


As your character improves, he or she will be able to acquire new skills and abilities, 
called Perks. You will have the opportunity to select a new Perk every three levels, 
unless you have Skilled Trait, which gives you a Perk every four levels. 


The Perks you are offered are based on your character’s skills and stats. Some Perks 
can be selected several times, improving that Perk's rank. Perks have requirements; 
Awareness, for example, requires a Perception of at least 5. Most are not available 
before a certain minimum level. 


Finally, you do not have to take a new Perk when it is offered, but if you wait until 
the next time you are granted a Perk, you will not be offered two. You should 
accept Perks when they are offered. 


Below is a list of available Perks. Listed for each is the number of times you can 
receive that Perk (ranks), a list of any requirements your character must have before 
that Perk becomes available, and what level of experience your character must have 
before the Perk is offered. 


Action Boy: Each level of Action Boy gives you an additional AP in each Combat Turn. 


Number of Ranks: 35 
Requirements: Agility: 5 
When Available: Level 12 


Animal Friend: Animals will not attack characters or friends of characters with this 
Perk, unless they are attacked first. 


Number of Ranks: 1 
Requirements: Intelligence: 54 Outdoorsman: 25% 
When Available: Level 9 


Awareness: You are better able to notice small details. Awareness will show the 
exact hit points remaining and the type of weapon carried when you Examine a 
creature. 


Number of Ranks: 1 
Requirements: Perception: 5 
When Available: Level 3 


Fortune Finder: You have a particular talent for finding money. The amount of 
money you find in random encounters is doubled. 
Kumber of Ranks: 1 
Requirements: Luck: 8 


When Available: Level 6 


Friendly Foe: In combat, friendly characters are outlined in green instead of red, 
making it a bit easier to tell friend from foe. A red outline, however, does not neces- 
sarily mean the NPC is hostile. 


Number of Ranks: 1 


Requirements: Perception: 4 


When Available: Level 6 


Ghost: You are very good at sneaking around at night. Your Sneak Skill is increased 
by 20% in the dark. 


Number of Ranks: 1 
Requirements: Sneaks 60% 
When Available: Level 6 


Healer: You've got the healing touch. Each increase in rank adds 2 to 5 more Hit 
Points replaced when using First Aid or Doctor skills. 


Number of Ranks: 35 


Requirements: Perception: 7; Agility: 63 Intelligence: 53 
Pirst Aids 40% 
When Available:s Level 5 


Heave Ho: With each rank increase, you get a +2 increase in Strength for determin- 
ing the max range of thrown weapons only. 
Number of Ranks: 3 
Requirements: None 


When Available: Level 6 


Lifegiver: With each additional increase in rank, you receive 4 additional Hit Points 
for each level of this Perk. 


Number of Ranks: 5 


Requirements: Endurance: 4 


When Available: Level lè 


Master Thief: You receive an increase of 5% to Sneak, Lockpick, Steal, and Traps. 
Number of Ranks: 1 
Requirements: None 


lables Level l2 


Dodger: You are less likely to be hit in combat. Each rank adds +3% to your Armor 
Class. 


Rumber of Ranks: 2 
Requirements: Agility: 4 
When Available: Level 9 


Earlier Sequence: Your Sequence is increased by +2, making it more likely that you 
will move first in combat. 


Number of Ranks: 3 
Requirements: Perception: 6 
Lee When Available: Level 3 


Educated: Each level adds +2 Skill Points when you gain a new Experience Level. 
Your Skill Point Levels increase more quickly, a particular advantage earlier in the 
game. 


Number of Ranks: 3 
Requirements: Intelligence: 6 
When Available: Level 6 


Empathy: You can pick up a lot about people when you talk to them. Each time 
you open the Dialogue Screen, you will see their reaction to you. 


Number of Ranks: 1 
Requirements: Perception: 7j Intelligence: 5 
ì When Available: Level 6 


Explorer: During your travels, you have a greater chance of encountering special 


N | locations or people. 

a 

ni Number of Ranks: 1 
sf Requirements: None 


When Available: Level 9 


Faster Healing: For each increase in rank you get a +1 on your Healing rate. 


Number of Ranks: 3 
Requirement:; Endurance: 6 
When Available: Level 3 


Flower Child: You are 50% less likely to become addicted to drugs. Withdrawal 
after addiction lasts only half as long. 


Number of Ranks: 
Requiremenks 
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Night Vision: You can see better in the dark. Each new rank of this Perk will reduce 
the overall darkness on the screen by 10%. 


Number of Ranks: 5 
Requirements; Perception: 6 
When Available: Level 5 


Pathfinder: You are able to find the best and shortest route when traveling. Travel 
time on the World Map is reduced by 25% for each increase in Rank. 


Number of Ranks: è 
Requirements: Endurance: 6; Outdoorsmans 40% 
When Available: Level 6 


Pickpocket: You can ignore size and facing modifiers when using your Steal skill 
against another NPC. 


Number of Ranks: Ì 
Requirements: Agility: 8; Steal: 80% 
When Available: Level 9 


Presence: You have that certain… something. The initial reaction of another charac- 
ter is improved by 10% for each level of the Perk. 


Number of Ranks: 5 
Requirements: Charisma: 6 
When Available: Level 5 


Quick Pockets: You're better able to store your gear while traveling. For each 
increase in Rank, it costs 1 AP less to access your Inventory. 


Number of Ranks: 5 
Requirements; Agility: 5 
When Available: Level 3 


Rad Resistance: Improves your ability to resist radiation and helps you overcome its 
effects more easily. Each level improves your Radiation Resistance by 10%. 


Number of Ranks: 5 
Requirements: Endurance 6, Intelligence 4 
When Available: Level 6 


mi 


Master Trader: You're especially skilled at bartering. You receive a 25% discount 
when purchasing items from a store or another trader. 


Number of Ranks: 1 
Requirements: Charisma: 7} Barter: 60% 
When Available: Level 9 


Medic: This Perk adds 20% to your First Aid and Doctor Skills. 


Kumber of Ranks: 1 
Requirements: None 
When Available: Level 12 


Mental Block: You are able to tune out mental interference. This is only useful in 
one of the final levels of the game. 


Kumber of Ranks: 1 
Requirements: None 
When Available: Level 15 


More Criticals: You are more likely to cause a Critical Hit in combat. Each increase 
in Rank adds 5% to your chance of getting a Critical Hit. 


Number of Ranks: 3 
Requirements: Luck: 6 
When Available: Level 6 


Mr. Fixit: This Perk adds 20% to your Science and Repair skills. 


Rumber of Ranks: 1 
Requirements: none 
When Available: Level lè 


Mutate!: You've been outside the shelter of your Vault for too long, and the radia- 
tion is starting to affect you. One of your Traits changes into something else. 


Number of Ranks: 1 
Requirements: None 
When Available: Level 9 


Mysterious Stranger: From time to time, a Mysterious Stranger will appear out of 
nowhere to help you. He does not appear again if he is killed in combat. 


Number of Ranks: 1 
Requirements: Luck: 7 
When Available: Level 6 


Smooth Talker: Each level of this Perk increases your Intelligence by 1, for purposes of 
dialogue with other characters only. 


Number of Ranks: 3 
‚ Rèquirements: Intelligence: 4 
i When Available: Level 5 


Snake Eater: This Perk increases your resistance to all poison by 25%. p 


Number of Ranks: 1 
Requirements: Endurance: 5 
When Available: Level 6 


Sniper: Head shot! Your ability. to hit targets at long range and cause critical hits is 
improved. With luck, any succeësful hit in combat is upgraded to a critical hit. 


Number of Ranks: 1 f 
Requirements; Agility: 8; Perception: 8; Small Guns: 80% 
When Available: Level 18 


Speaker: You are good at using your speech skills. This Perk immediately increases 
your Speech and Barter skills by 20%. 


Number of Ranks: 1 
Requirements: None 
When Available: Level lè 


Strong Back: This Perk allows you to carry 50 pounds extra of equipment, over and 
above that allowed by your Strength. 


Number of Ranks: 5 
Requirements: Strength: 63 Endurance: 6 
When Available: Level 5 


Survivalist: You've gotten very good at surviving in the wilderness. Each level of 
this Perk adds 20% to your Outdoorsman skill level. 


Number of Ranks: 5 
Requirements: Endurance: 6} Intelligence: 6} Outdoorsman: 40% 
When Available: Level 5 


Swift Learner: This is a good Perk to acquire early in the game. Each level adds 5% 
to your Experience Points as you acquire them. 


Number of Ranks: 3 
venae beide Intelligence: 4 
Available: Level 35 


Ranger: You are better able to slip undetected dk the desert. Your chance of a 
random hostile encounter is decreased. 


Number of Ranks: 5 
Requirements: Perceptions 6 
When Available: Level 6 


Scout: You can see further on the World Map, increasing the area of your explo- 
rations by one square in each direction. 


Number of Ranks: Ì 
Requirements: Perceptions 8 
When Available; Level 5 


Scrounger: You are better able to find useful items in unlikely places. The amount 
of ammo you find at any given location is doubled. kn 


pn of Ranks: Ì 
Requirements: Perception: 8 
When Available: Level 9 


Sharpshooter: You are very good at hitting targets at greater distances. Each level 
of this Perk gives you a +2 bonus to your Perception for the purpose of determining 
range modifiers. 

Number of Ranks: 2 


Requirements: Perception: 7, Intelligence: 6 
When Available: Level 6 


Silent Death: While using Sneak skill, if you attack another character from the 
back, your hand-to-hand damage to that character will be doubled. 


Number of Ranks: Ì 
Requirements: Agility: 10, Sneak: 80% 
When Available: Level 18 


Silent Running: This Perk allows you to run while remaining in Sneak mode. 


Number of Ranks: Ì 
Requirements: Agility: 6, Sneak: 50% 
gaan Available: Level 6 


Slayer: You are truly deadly at hand-to-hand combat. All of your hits are automati- 
cally upgraded to critical hits. 


Number of Ranks: Ì 

Requirements: dddt ys 
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__ The authors of thistguide have evelandd te patented 
* Radlatlom TrèfallSVstem (R.A.T.S.) to warn you that a 


chapter Mit Piv away more information than you want. 
Each R.A.T.S. meter indicates whether you're in for extreme 
contamination of game suspense, or something in-between. 


Ol’ Slim is an old-timer from 
the Fallout world who provides 
you with honest, frank advice 
based on his vast experience. 
You'll find his notes from time 
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